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world of professional wrestling. | was eight years old and enjoying 

the fruits of the earlier day's feast in sandwich form when | looked 

at the TV and beheld the largest man I'd ever seen. He strode 
into what looked like a boxing ring wearing a Japanese kimono with 
long, peroxide blonde hair curling around its silken collar. 

The man was Dr. Jerry Graham, just back from the Orient — where 
he had learned the dreaded Sleeper Hold. | then watched this Sumo- 
sized man envelop and render unconscious his opponent in a matter 
of seconds. 

| had just had my first taste of the World-Wide Wrestling 
Federation, the promotion run by Vince McMahon Sr., father of the 
current kingpin of its enormously popular successor, the World 
Wrestling Federation. And | was hooked. For decades | watched the 
likes of Killer Kowalski, Andre the Giant, Bruno Sammartino, Hans 
Mortier, Haystacks Calhoun, Waldo Von Erich, Freddie Blassie, the 
Valiant Brothers, Captain Lou, the Grand Wizard, Bobby Davis and a 
thousand others as they stalked the “squared circle”. | even staged 
wrestling matches in a makeshift ring in the basement with my broth- 
ers, sisters and friends. 

| was and am, in short, a total sucker for pro wrestling. In the ’70s, 
Arnie Katz and | joined the business, editing and publishing Main Event 

magazine, which was sold through WWWF 
- arenas from Madison Square Garden to the 
Philly Soectrum. We also hosted a weekly 
radio show out of New York, complete with 
reports on local matches, phone calls from 
listeners, and interviews with WWWF 
wrestlers and managers. 
3 soon, | found myself writing comic 
oh books — featuring fantasy 
ne , _ wrestlers of a sort — and, in 
L 3 1978, Arnie and | co- 
authored the first magazine 
column to review 
video and 
computer 
games: 
“Arcade Alley” 


i t was Thanksgiving evening in 1958 that | first discovered the 


INTRODUCTION 


in Video magazine. By 1981, we had created 
the original Electronic Games magazine, 
the world's first newsstand publication 
devoted to the growing fascination 
with plugged-in entertainment. 
Since then, | have never lost 
my interest in pro wrestling, 
especially in the World 
Wrestling Federation. In the 
mid-’80s, as part of 

Subway Software, | co- 

designed the first com- 

puter wrestling simu- 

lation, MicroLleague 

WWF Wrestling, and after 
moving to Las Vegas in 
1989, | spent a year co-hosting a local wrestling radio show with Ric “Hotline” 

Carter and Mike Tenay. And | haven't missed a World Wrestling Federation pay- 

per-view event since the original Wrestling Classic. 

As you might imagine, therefore, the opportunity to write the official Acclaim 
Strategy Guide for WWF War Zone was as close to a dream project as anything 
I've ever had the opportunity to do. I've certainly written plenty of strategy 
guides, but this was wrestling! And what wrestling. WWF War Zone is without doubt 
the most ambitious, realistic wrestling simulation ever imagined. | 

So lace up those boots, loosen up your muscles and get ready to step into 
the ring. And don't forget to hook that leg when you go for a pin! 


Bill Kunkel 
Las Vegas, NV 
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CHAPTER ONE 


WRESTLERS ano 
BUTTON COMBOS 


This chapter provides : 
focus on each of the sur 
WWF War Zone — inel id 


how to access the Tw — 
“hidden” superstars! ae 
Each superstar’s pages 
include a_ biography, a 
general strategy tips and gar Se § 
every possible move Ee 4 
which that superstar can \ > pn A anes 
execute — complete witt 4 
easy-to-read displays ¢ 
both the Nintendoé4 and 
PlayStation button ee Mbos 
required to produce those | 
vers. And that includes each S 
tars’s top-secret finishing move! L 
The object here is to provide yc 
with a blueprint of the s uperstar 
you're currently controlling 
the appropriate sectic 


open while you train a; by 
with each of the T=) x “ 
(a) 


Ly 


World Wrestling 
Federation 
superstars. 


SHARED MOVES LIST (PSX & N64) Reese eR uciIcaiey 3 


PLAYSTATION 


| 
i 
| 


; 
if 


NINTENDO 64 


FROM STARTING POSITION 
Punches Triangle 
left, Triangle 

Kicks Square, 

up,Square 
Tie-Up Circle 
Block X 
Run R2 
Whip left,left,.x 
Pose/Flex Square+Circle 
Taunt Triangle+X 
Toggle Between Opponents Tap L2 
Dodge Left L] 
Dodge Right R1 
Climb Into/Out of Ring L2 


FROM A TIE-UP 
Whip X 


WHEN IN A HOLD 
All Reversals** X 


FROM STARTING POSITION 
Punches B 
left.B 

Kicks A 

up,A 
Tie-Up LeftC 
Block Down C 
Run Right C 
Whip left.left,Down C 
Pose/Flex A+Left C 
Taunt B+Down C 
Toggle Between Opponents Tap Up C 
Dodge Left Left Snoulder 
Dodge Right Right Shoulder 
Climb Into/Out of Ring Up C 


FROM A TIE-UP 
Whip Down C 


WHEN IN A HOLD 
All Reversals** Down C 


These are moves common to all wrestlers in the game. 


GROUND HOLDS -- HEAD 
Pull Opp to feet Circle 


GROUND HOLDS -- FEET 
Pin Opponent Circle 


PLAYER IN CORNER 
Climb Turnbuckle -- Left 2 


OPPONENT IN CORNER 
Turn Opp around in Corner Circle 


OPPONENT STANDING OUTSIDE 
RING (WRESTLER INSIDE RING) 
Body Press Triangle or Circle 
Drop Kick Square 


OPPONENT ON GROUND OUTSIDE 
RING (WRESTLER INSIDE RING) 
Splash Triangle or Circle 

Leg Drop Square 


_ These are moves common fo ail wrestlers in the game. 


GROUND HOLDS -- HEAD 
Pull Opp to feet Left C 


GROUND HOLDS -- FEET 
Pin Opponent Left C 


IN CORNER 
Climb Turnbuckle Up C 


OPPONENT IN CORNER 
Turn opp around in Corner Left C 


OPPONENT STANDING OUTSIDE 
RING (WRESTLER INSIDE RING) 
Body Press B or Leff C 

Drop Kick A 


WEAPONS MATCH 
Pick up/Put down Weapon Left C 
Hit with Weapon BorA 


"IMPORTANT NOTE: Button combos which involve directionals (left, right, up, down) are often able to be exe- 
ted using the opposite directionals, depending on the wrestlers’ relative positions. In other words, a move 
hat is accomplished by pressing “left, right, B’ would also work with “right, left B’. Similarly, “left, left, X” would 
also work as “right, right, X” and might even work as “up, up, X” or “down, down, X”, depending on the move 
and the wrestlers’ positioning at the time. The only exceptions to this rule are moves tagged with an asterisk 
(*), which will only work exactly as described in this section. 


OPPONENT CLIMBING 
TURNBUCKLE/APRON 

Punch Opp on TB/Apron Triangle 
Pull Opponent off TB/Apron Circle 


TAG TEAM 
Tag Partner 12 


WEAPONS 
Pick up/Put down Weapon Circle 
Hit with Weapon Triangle 


CAGE MATCH 

Climb Cage Left 2 

Jump off cage Triangle 

Jump off cage Square 

Smash Head into Cage left, Triangle 
Pull Opponent off Cage circle 


OPPONENT ON GROUND OUTSIDE 
RING (WRESTLER INSIDE RING) 
Splash B or Left C 

Leg Drop A 


TAG TEAM MATCH 
Tag Partner Up C 


OPPONENT CLIMBING 
TURNBUCKLE/APRON 

Punch Opponent on TB/Apron’ B 
Pull Opponent off TB/Apron Left C 


CAGE MATCH 

Climb Cage Up C 

Jump off cage B 

Jump off cage A 

Smash Head into Cage left,B 
Pull Opponent off Cage Left C 


“Only for moves that can be reversed by a particular wrestler. See the Strategy section of the book for details. 


u CHAPTER ONE 


Weight: 252 pounds 
Height: 6'2° 

From: Victoria, TX 
Favorite Quote: “And that’s the bottam 
line, “cause Stone Cold said so!” 
Finishing Move: Stone Cold Stunner 


¥ 


GAME STATS 


Strength 7 
Toughness 6 
Speed 5 
Recovery 5 
Charisma 7 

WRESTLER BIO 


Stone Cold Steve Austin is dripping with nothing but con- 
fidence after becoming the World Wrestling Federation 
Champion. Some peers say the man is a suicide 
machine with lack of regard for authority and rules — 
and little hesitation in assaulting World Wrestling 
Federation owner Vince McMahon. Due to his lack of 
conformity to Vince's rules, Stone Cold will likely go 
down as the only champion in history to be arrested by 
the Federation owner! But you can't deny this superstar is 
tougher than leather when he steps through the ring 
ropes. His burning desire to become the greatest cham- 
pion of all time is a destiny that motivates his cold heart. 
Without a doubl, there are still plenty of unwritten chap- 
ters on Whoop-@$$§ in the book of Austin 3:16! 


0) 


Great striking ability, he's a methodical wrestler with a 
steady, well-paced attack. Not overpowering, but a 
great chain wrestler; he con put together combo 
maneuvers with supreme skill. Average agility but 
deceptively fast. With a good, balanced attack, Stone 
Cold even has a fairly good chance of success with his 
aerial moves. 


BUTTON COMBOS 


PLAYSTATION 


Arm Wrench left,left, Triangle 
Overhead Belly-Belly Suplex 
left,right, Circle 
Body Slam left,down, Triangle 
@ Clothesline up,up, Triangle 
| Cobra Clutch left,up,Circle 
DDT left,down,Square 
; Front Backbreaker left,down,Circle 
| Gut Wrench Power Bomb 
a ¢ tg left, right, Triangle 
, Hammerlock left,left,Circle 
Side Belly-Belly Suplex 
Ct up,up,Square 
Samoan Drop left,up, Triangle 
| Short-Arm Clothesline 
a .  left,left, Square 
Single-Arm DDT left,up,Square 
, Spinebuster up,down,Square 
Vertical Suplex up,down,Circle 
STONE COLD STUNNER 
F left, left,up,Circle+X 


_ ~ FROM THE TIE-UP 
Hammerlock Square 


Back Breaker Triangle 
Fisherman’s Suplex Circle 
Inverted Atomic Drop left,Square 
DDT left, Triangle 
_ Overhead Belly-Belly Suplex 
f a left,Circle 
Vertical Suplex left,up,Square 
Brainbuster |left,right, Triangle 
- Power Bomb left,up,Circle 
STONE COLD STUNNER 
— left,left, Circle 


° FROM BEHIND 


Cobra Clutch 
Square or Triangle or Circle 


Pump Handle Slam left,left,Square 
Side Slam left,left, Triangie 
Reverse DDT Iieft,right,down,Circle 


+ RUNNING ATTACK 
Clothesline Square or Circle 
Vertical Body Press Triangle 


e ATTACK VS. RUNNING 


Back Body Drop Square 
Clothesline Triangle 


Arm Drag Circle 
Powerslam up,Circle 


_» GROUND HITS: STANDING 


down, Triangle 
Fist Drop Triangle 
Falling Headbutt down,Square 
Leg Drop Square 


mp Square 
SHUNNING 


Leg Drop Square 
Running Elbow Drop Square 
Front Elbow Triangle or Circle 


| = FROM STARTING POSITION _*GROUNDHOLOS ~~ 


-STARTING AT LEGS 
Step-Over Toe Hold left,left, Square 


Half Crab ieft,right, Square 
Texas Cloverleaf up,down,Square 
STF up,down,up,Square 


- STARTING AT HEAD 

Arm Wrench (eft,left, Triangle 

Rear Chin Lock left,right, Triangle 
Reverse Chinlock up,down, Triangle 
Painkiller left,up,down, Triangle 


~ OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Kick in Corner Square 


Climb Turnbuckle and Pummel 
Triangle 
Repeated Elbows Circle 
Belly-Belly Suplex 
left,left, Square or Triangle 
Top Rope Superplex left,left, Circle 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Stam left, Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Driving Elbow Triangle+Circle 
Spiash left,left, Triangle+Square 


- OPPONENT STANDING 
Bionic Elbow 

Square or Triangle or Circle 
Clothesline Triangle+Circle 
Forearm Smash Square+X 
Shoulder Tackle left,up,Circle+X 


* FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Driving Elbow Triangle+Circle 


- OPPONENT STANDING 
Bionic Elbow 

Square or Triangle or Circle 
Clothesline Apron Triangle+Circle 
Forearm Smash Square+X 


NINTENDO 64 


Arm Wrench leit,lefi,B 
Overhead Belly-Belly Suplex 


left,right,Left.C - 
Body Siam left,down,B 
Clothesline up,up,B 
Cobra Clutch left,up,Left C 
DDT ieft,down,A 
Front Backbreaker left,down,Left C 
Gut Wrench Power Bomb left,right,B 
Hammerlock feft,left,Left C 
Side Belly-Belly Suplex up,up,A 
Samoan Drop left,up,B 
Short-Arm Clothesline left,left,A 
Single-Arm DDT ieft,up,A 
Spinebuster up,down,A 
Vertical Suplex up,down,Left C 
STONE COLD STUNNER 


left,ieft,up, Left C+Down C 


| *FROM THETIE-UP 


Hammerlock A 
Back Breaker B 


Fisherman’s Suplex Left C 
Inverted Atomic Drop left,A 
DDT left,B 
Overhead Belly-Belly Suplex left,left C 
Vertical Suplex left,up,A 
Brainbuster teft,right,B 
Power Bomb left,up,Left C - 
STONE COLD STUNNER 
loft,left,Left C 


* FROM BEHIND : 


Cobra Clutch Aor B or Left C 
Pump Handie Siam left,left,A 


Side Slam lettJeft,B 
Reverse DDT Jeft,right,down,Left C 


 * RUNNING ATTACK 


Clothesline AorLeftC . 
Vertical Body Press B 


» ATTACK VS. RUNNING 


Back Body Drop A 
Clothesline B 


Arm Drag Left C 
Powerslam up,Left C 


«GROUND HITS- STANDING 


Driving Elbow Smash down,B 
Fist Drop B 


Falling Headbutt down,A 
Leg Drop A 
Stomp A 


- RUNNING 
Leg Drop A 
Running Elbow Drop A 
Front Elbow 8 or Left C 


STONE COLD STEVE AUSTIN 


‘ * GROUND HOLDS 
- STARTING AT LEGS 
Step-Over Toe Hold left,left,A 
Half Crab left,right,A 
Texas Cloverleaf up,down,A 
STF up,down,up,A 
- STARTING AT HEAD 
Arm Wrench left,left,B 
Rear Chin Lock left,right,B 
Reverse Chintock up,down,B 
Painkiller left,up,down,B 


_ =» OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Kick in Corner A 


Climb Turnbuckle and Pummel B 
Repeated Elbows LeftC 
Belly-Belly Suplex left,leff,A or B 
Top Rope Superplex left,left,Left C 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

“ AorBorLleftC 
Pump Handle Slam left,Left C 


“". RUNNING 
Clothesline A or B or Left Cc. 


*» FROM THE TOP TURNBUCKLE | 


~ OPPONENT LYING ON GROUND 
Fist Drop AorBorLleftC: ~: = 


Double Foot Stomp A+Down C 
Driving Elbow B+LeftC ~ 
Splash left,left,B+A 


- OPPONENT STANDING 
Bionic Elbow Aor B or Left C 
Clothesline B+Left C 
Forearm Smash A+Down C 
Shoulder Tackle Eph 
~*~ left,up,Left C+Down C 


* FROM THE AING APRON 
- OPPONENT LYING ON GROUND 
Fist Drop Aor B or Left C. 
Double Foot Stomp A+Down C 
Driving Elbow B+Left C 


- OPPONENT STANDING 
Bionic Elbow A or B or Left C 
Clothesline Apron B+Left C 
Forearm Smash A+Down C 


Weight: 227 pounds 

Height: 6) ° 

From: San Antonio, TX 

Favorite Quote: “I'm the Showstoppa’, 
the Main Event. the ICON!" 

Finishing Move: Sweet Chin Music 


GAME STATS 
Strength 3 
Toughness 5 
Speed 10 
Recovery 7 
Charisma 5 

WRESTLER Bit 


Perhaps the most exciting and charismatic superstar 
ever to grace a World Wrestling Federation ring, Shawn 
Michaels, the founder of the controversial D-Generation 
X, is the self-proclaimed ICON of sports-entertainment. 
Michaels holds the distinction of being the only competi- 
tor in history to capture the “Grand Slam" of the 
Federation (holding the Federation Title, Intercontinental 
Title, European Title and Tag Team Title). 

Whether he utilizes his aerial arsenal or his methodical 
ground game, the “Showstoppa” promises he will forever 
outwill his opponents in gaining the victory. And if they 
can't accept defeat, they can all “SUCK ITI” 


TIPS 


Limits are what Shawn Michaels is about — as in smash- 
ing, sidestepping and generally exceeding them. Despite 
numerous serious injuries, he remains the prototype high- 
tisk technician. He's the best flyer in the game, has good 
striking ability for a wrestler his size and weight, and is, 
along with Bret Hart, the most agile wrestler in the game. 
He's occasionally reckless, but his astounding speed — 
nobody in the game is faster — can compensate for his 
overenthusiasm, 


BUTTON COMBOS 


PLAYSTATION 


Arm Drag* up,up, Triangle 
Arm Wrench left,left, Triangle 


Overhead Belly-Belly Supiex 
left, right, Triangie 
Body Siam* left,down, Triangle 
Crucifix left,left, Square 
. DDT™ left,down,Square 
Flying Head Scissors* up,up,Square 
, Drop Toe Hold* down,down,Square 
Hurricanranna* left,right,up,Square 
Headlock Takedown" left,down,Circle 
Japanese Arm Drag* 
down,down, Triangle 
Side Belly-Belly Suplex* 


© left,up,Circle 


Single-Arm DDT* left,up,Square 
Small Package* down,down,Circle 
SWEET CHIN MUSIC* 
left,down,up, Square+X 


* FROM THE TIE-UP 


Arm Ban Square 

Side Belly-Belly suplex Triangle 
DDT Circle 

Northern Lights Suplex left,Square 
Samoan Drop left, Triangle 

_ Overhead Belly-Belly Supiex 
: left,Circle 


Double Underhook Suplex 

. an left,right, Square 
Brainbuster up,down, Triangle 
Piledriver left,up,Circle 


7 « FROM BEHIND 


Abdominai Stretch 


i Square or Triangle or Circle 
_ Pump Handle Siam leit,left, Square 


. Victory Roll left,left, Triangle 
' German Suplex leit,left,up,Circle 


« RUNNING ATTACK 


: Cross Body Block Square 
Clothesline Triangie 


Crucifix Circle 
Hurricanranna Triangle+Circle 


__ * ATTACK VS. RUNNING 


_ Drop Kick Square 

. Back Body Drop Triangle 
Arm Drag Circle 

 Hurricanranna up,Square _ 


- STANDING — 
- Elbow Drop Triangle 
Standing Moonsault* Down, Triangle 
Stomp Square 
: Knee Drop* down,Square 


- RUNNING 
Leg Drop (at side) Square 
Running Elbow Drop 
Square or Triangle or Circle 


* GROUND HOLDS 


- STARTING AT LEGS 
Knee to Inside Leg left,left, Square 


Step-Over Toe Hold left,right, Square 

Elbow to Groin up,down,Square 

Figure Four Leglock 
left,up, left, Square 


- STARTING AT HEAD 
Arm Wrench left,left, Triangle 
Reverse Chinlock left,right, Triangle 
Leg Lock Chokehold 

up,down, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest Chop Square 


Climb Turnbuckle and Pummel 
Triangle 

Splash Circle 
Flying Head Scissors left,left,Square 
Monkey Flip left,left, Triangle 
Swinging DDT Ieft,left,Circle 
Hurricanranna Jeft,right,up,Square ~ 
Top Rope Superpiex 

up,down,up, Circle 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Slam left,Circle 


- RUNNING 
Avalanche Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Fist Drop Square+X 
Splash Triangle+Circle 
Shooting Star Press* 
up,up, Square+Circle 
Moonsault (at side, opp in ring) X 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Bionic Elbow Triangle+Circle 
Sunset Flip (opp in ring) Square+X 
Drop Kick Square+X 

Hurricanranna left,up,Square+Circle 
Moonsault (opp in ring) X 


«FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Fist Drop Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Bionic Elbow 

Triangle+Circle or Square+X 


| Arm Drag* up,up,B 


| Abdominal Stretch A or B or Left C 


SHAWN MICHAELS 7 


.. * FROM STARTING POSITION 


Arm Wrench left,left,B 
Overhead Belly-Belly Suplex 
left,right,B 


| Body Slam” left,down,B 
| Crucifix left,left,A 


DDT* left,down,A 
Flying Head Scissors* up,up,A 
Drop Toe Hold* down,down,A 
Hurricanranna”* left,right,up,A 
Headlock Takedown* 

left,down,Left C 
Japanese Arm Drag* down,down,B 
Side Belly-Belly Suplex* 

left,up,Left C 

Single-Arm DDT* left,up,A 


| Small Package* down,down,Left C 


SWEET CHIN MUSIC* 
Roses "5°" Jeft,down,up,A+Down C 


‘® FROM THE TIE-UP 
Arm Diag A 
Side Belly-Belly suplex B 
DDT LeftC 
Northern Lights Supiex left,A 
Samoan Drop left,B 
Overhead Belly-Belly Supiex 

sR iy oe “-” Jeft,Left C 


Double Underhook Suplex 


; left,right,A 
Brainbuster up,down,B 
Piledriver left,up,Left C 


«FROM BEHIND 
Pump Handle Siam left,left,A 


| Victory. Roll left,teft,B 


German Suplex left,left,up,Left C 


* RUNNING ATTACK 


Cross Body Block A 
Clothesline B 


Crucifix Left C 
Hurricanranna B+Left C 


* ATTACK VS. RUNNING ~ 
Kick A 


Dro 


| Back Body Drop B 


Arm Drag Left C 
Hurricanranna up,A 


“ - #GAROUND HITS © 


| - Standing 


Elbow Drop B 
Standing Moonsault* down,B 
Stomp A © >= 


| Knee Drop* down,A 


- RUNNING 
Leg Drop (at side) A 
Running Elbow Drop Aor B or Left C 


_*GROUND HOLDS | 
- STARTING AT LEGS 
Knee to Inside Leg left,left,A 
Step-Over Toe Hold left,right,A 
Elbow to Groin up,down,A 
Figure Four Leglock left,up,left,A 


- STARTING AT HEAD 

Arm Wrench left,left,B 

Reverse Chinlock left,right,B 
Leg Lock Chokehold up,down,B 


_ * OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest Chop A 


Climb Turnbuckle and Pummel B 
Splash Left C 
Flying Head Scissors lefi,left,A 
Monkey Flip [eft,left,B 
Swinging DDT eft,left,Left C 
Hurricanranna left,right,up,A 
Top Rope Superplex 

up,down,up,Left C 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

=" Aor B or Left C 
Pump Handle Slam ieft,Left C 


~- RUNNING 


Avalanche A or B or Left C 


* FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C 


Fist Drop A+Down C 

Splash B+Left C 

Shooting Star Press* up,up,A+Left C 

Moonsault (at side, opp in ring) 
Down C 


- OPPONENT STANDING 

Drop Kick Aor B or Left C 

Bionic Elbow B+Left C 

Sunset Flip (opp in ring) A+Down C 
Drop Kick A+Down G0" : 
Hurricanranna left,up,A+Left C 
Moonsault (opp in ring) Down C 


« FROM THE RING APRON | 
~- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C 


Fist Drop A+Down C 
Splash B+Left C 


- OPPONENT STANDING 
Drop Kick Aor B or Left C 
Bionic Elbow B+Left C or A+Down C 


] CHAPTER ONE 


Weight: 328 pounds 
Height: 6' 10° 
From: Death Valley 
Favorite Quote: “| am the Lord of 
Darkness!” 
Finishing Move: Tormbstone Piledriver 


Strength 8 
Toughness 7 
Speed 3 
Recovery 8 
Charisma 4 
WRESTLER BIO 


There is no denying that the Undertaker may be the most 
awesome presence the World Wrestling Federation has 
ever seen. The Man from the Dark Side has held the 
Federation Title on two occasions and has sent some of 
the biggest monsters in the sport to a hellish fate. 

Despite the threat of his demonic younger brother Kane 
and former manager Paul Bearer, the Lord of Darkness 
has persevered in the squared circle and remains a con- 
stant threat to any titleholder. His finishing maneuver, the 
Tombstone Piledriver, is one of the most devastating fin- 
ishers in wrestling history. When the Undertaker applies it, 
his opponents have no choice but to REST IN PEACE! 


TIPS . - 


The Undertaker is such a dangerous opponent! because he 
blends the most important weapons in a wrestier's arsenal 
— size, strength and a superb sense of balance. While his 
rope-walking prowess astounds opponents, his nearly 
supernatural strength and endurance overwhelms them. 
The Undertaker’s wrestling style is a unique composite of 
flying moves, high impact slams and a relentlessly aggres- 
sive attack. Not a mat wrestler — with his grace and 
power, the Undertaker is most effective on his feet. He 
likes to set up his finisher, the Tombstone Piledriver, with a 
ring-rattling Choke Slam. Not fast, but has explosive, short- 
range movement and a good striking ability. 


BUTTON COMBOS 


PLAYSTATION 


Front Face DDT left,left,Circle 
Overhead Belly-Belly Suplex* 


left,down, Circle 
Choke Siam* down,down, Triangle 
DDT* left,down,Square 
Gut Wrench Power Bomb 

left, right, Triangle 
Neck Breaker* left,down, Triangle 
Side Belly-Belly Suplex 

left, right, Circle 

Short-Arm Clothesline* left,up,Circle 
Single-Arm DDT left,up,Square 
Snap Mare* left,up, Triangle 
Throat Toss* down,up,Circle 


Vertical Suplex lett,right, Square 


* FROM THE TIE-UP 

Back Breaker Square 

Atomic Drop Triangle 
Sidewalk Slam Circle 

Northern Lights Suplex left,Square 

DDT left, Triangle 

- Gut Wrench Power Bomb left,Circle 
Vertical Suplex* left,down,Square 

_ Overhead Belly-Belly Suplex* 

left,up, Triangle 

co Slam left,right,Circle 

IVMBOIVNE I = Er 


__|_.._ 4 FROM BEHIND 
Neck Breaker 
eve or Triangle or Circle 
Reverse DD 
left,left, Square or Triangle 
Reverse DDT up,up,Triangle 
Side Slam* left,left,up,Circle 


« RUNNING ATTACK 


Clothesline Triangle or 
Spinning Neck Breaker 


uare 
ircle 


* ATTACK VS. RUNNING 


Boot to Face Square 
Clothesline Triangle 


Powerslam Circle 
'Spinebuster left,Circle 


¢GROUNDHITS _: 


- STANDING 
Elbow Drop Triangle 


Knee Drop* down,Square 
Leg Drop* down, Triangle 
Stomp Square 


- RUNNING 

Leg Drop Square 

Fist Drop Triangle. - 
Falling Headbuitt Circle. 


* GROUND HOLDS ; 


- STARTING AT LEGS 

Elbow Drop onto Leg left,left, Square 
Half Crab left,right, Square 
Surtboard up,down,Square 

Leg Lock left,right,left, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Squeeze Head left,right, Triangle 
Painkiller up,down, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot Square 


Climb Turnbuckle and Pummel Triangle 

Choke with Boot Circle 

Overhead Press left,left, Square 

Belly-Belly Suplex {eft,left, Triangle 

Double Underhook Supiex 

left,left,Circle 

Top Rope Superplex 

up,up,down,Square 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Slam _left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


+ FROM THE TOP TURNBUCKLE 
- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 
Double Foot Stomp Square+X 
Splash Triangle+Circle 
Driving Elbow left,right, Square+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Axe Handle Smash Square+X 
Clothesline Triangle+Circle 
Forearm Smash 

left, right, Square+Circle 


* FROM THE RING APHON 


- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Axe Handle Smash Square+X 

Clothesline Triangle+Circle 


NINTENDO 64 


Front Face DDT left,left,Left C 
Overhead Belly-Belly Suplex* 


left,down,Left C 
Choke Slam* down,down,B 
DDT* left,down,A 
Gut Wrench Power Bomb left,right,B 
Neck Breaker* leit,down,B 
Side Belly-Belly Suplex 

left,right, Left C 
Short-Arm Clothesline* left,up,Left C 
Single-Arm DDT* left,up,A 
Snap Mare* Jeft,up,B 
Throat Toss* down,up,Left C 


Vertical Suplex left,right,A 


Back Breaker A 
Atomic Drop B 


Sidewalk Slam Left C 

Northern Lights Suplex left,A 

DDT left,B 

Gut Wrench Power Bomb left,Left C 

Vertical Suplex* left,down,A 

Overhead Belly-Belly Supiex* 
left,up,B 

Choke Siam ieft,right,Left C 


Neck Breaker Aor B or Left C 
Reverse DDT left,left,A or B 


Reverse DDT up,up,B 
Side Slam* left,left,up,Left C 


Clothesline BorA 
Spinning Neck Breaker Left C 


Boot to Face A 
Clothesline B 


Powersilam Left C 
Spinebuster left,Left C 


UNDERTAKER 


- STANDING 
Elbow Drop B_ 


Knee Drop* down,A 
Leg Drop* down, B 
Stomp A 


- RUNNING 
Leg Drop A 
Fist Drop B 
Falling Headbutt Left C 


- STARTING AT LEGS 
Elbow Drop onto Leg left,left.A 


Haif Crab left,right,A 
Surfboard up,down,A 
Leg Lock left,right,Jeft,A 


- STARTING AT HEAD 
Arm Wrench left,eft,B 
Squeeze Head left,right,B 
Painkiller up,down,B 


- STANDING, FACING OPPONENT 
Choke with Boot A 


Climb Turnbuckle and Pumme!l B 
Choke with Boot Left C 
Overhead Press left,left,A 
Belly-Belly Suplex iefi,lefi,B 
Double Underhook Suplex 
=~ ‘eft, left,.Left C 
Top Rope Superplex up,up,down,A 


- FROM BEHIND OPPONENT. 
Smash Head into Turnbuckie 

; Aor B or Left C 
Pump Handie Siam left,Left C 


~ RUNNING 
Clothesline A or 6 or Left C 


- OPPONENT LYING ON GROUND 
Fist Drop A or B or Left C 


Double Foot Stomp A+Down C 
Splash B+Left C 
Driving Elbow left,right,A+Left C 


- OPPONENT STANDING 

Drop Kick Aor Bor Left C 

Axe Handle Smash A+Down Cc 
Clothesline B+Left C: : : 
Forearm Smash left,right,A+Left C 


- OPPONENT LYING ON GROUND 
Fist Drop Aor B or Left C 


Double Foot Stomp A+Down C 
Splash B+Left C 


- OPPONENT STANDING 
Drop Kick A or B or Left C 

Axe Handle Smash A+Down C 
Clothesline 6+Left C 


TP CHAETERLONE 


Height: 7 

Weight: 325 pounds 

Favorite Quote: Has never spoken 
Finishing Move: Tombstone Piledriver 


CAME STATS 
Strength 9 
Toughness 9 
Speed 3 
Recovery 6 
Charisma 3 

WRESTLER BIO 


No superstar in history has made more of an instant 
impact than Kane. On October 5, 1997, the world met 
Kane, as the seven-foot monster tore off the door fo “Hell 
in the Cell” in order to get to his brother, the Undertaker. 
It had been believed that Kane perished in the raging 
inferno that claimed the lives of the siblings’ parents. But 
miraculously, he survived. 

From that time forward, the only person who knew that 
Kane was alive was the despicable Paul Bearer. For the 
past 20 years the rotund mortician has been feeding him 
a version of the fateful day that destroyed his family, 
portraying the Undertaker as the murderer. Is there any 
wonder why Kane has gone to extraordinary lengths to 
obliterate his older brother? 


TIPS 


Kane is a classic monster villain. He doesn’t fly as much 
as his brother, but he can leave his feet if he so desires. 
Kane prefers to battle from a vertical position as long as 
possible, using his great size and strength to literally man- 
handle opponents. He finishes up his victims just like his 
brother, with a Choke Slam and a Tombstone, and he 
never speaks a word. Big, strong and powerful, Kane’s 
high-impact slams can finish any wrestler in this game. 


” PLAYSTATION 


¢ FROM STARTING POSITION * GROUND HOLDS 
Front Face DDT left,left,Circle 
Overhead Belly-Belly Suplex* 


left,down,Circle 
Choke Slam* down,down, Triangle 
DDT* left,down,Square 
Gut Wrench Power Bomb 
) left,right, Triangle 
Neck Breaker’ feft,down, Triangle 
Side Belly-Belly Suplex 
left, right, Circle 
, Short-Arm Clothesline* left,up,Circie 
Single-Arm DDT* left,up,Square 
© Snap Mare* teft,up, Triangle 
# Throat Toss* down,up,Circle 
TOMBSTONE PILEDRIVER* 
| down,down,down, Triangle+Circle 
Verticai Suptex left,right, Square 


| FROM THETIEUP 
Back Breaker Square  _—> 
Atomic Drop Triangle 


Sidewalk Slam Circle 

Northern Lights Supiex left,Square 
DDT left, Triangle 

Gut Wrench Power Bomb [left,Circle 
Vertical Suplex* left,down,Square 
Overhead Belly-Belly Suplex* 

left,up, Triangle 

Choke Slam left,right,Circle 
TOMBSTONE PILEDRIVER 
up,down,Circie 


‘Neck Breaker 
a or Triangle or Circle 
Reverse DD 
. ~~ left,left, Square or up, up, Square 
Reverse DDT up,up, Triangle 
| Side Slam* left,left,up, Circle 


* RUNNING ATTACK 


Flying Clothesline Triangle or Square 
: Spinning Neck Breaker Circle 


° ATTACK VS. RUNNING 


Boot to Face Square 
Clothesline Triangle 


Powerslam Circle 
Spinebuster left,Circle 


° GROUND HITS 
- STANDING 
Elbow Drop Triangle 
Knee Drop* down,Square 
Leg Drop* Square 
Stomp Square 


- RUNNING 

Leg Drop Square 
“Fist Drop Triangle or Square 
Falling Headbutt Circle 


7 


- Fist Drop Square or Triangle or Circle 


- STARTING AT LEGS 
Elbow Drop onto Leg left,left, Square 


Half Crab left,right, Square 
Surfboard up,down,Square 
Leg Lock lefi,right,left, Square 


- Starting at Head 

Arm Wrench left,left, Triangle 
Squeeze Head left,right, Triangle 
Painkiller up,down, Triangle 


« OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot Square 


Climb Turnbuckle and Pummel 
Triangle 


Choke with Boot Circle 
Overhead Press left,left,Square 
Belly-Belly Suplex left,left, Triangle 
Double Underhook Supiex 
left, left, Circle 
Top Rope Superplex 
up,up,down, Square 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Slam left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


» FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 


' Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Splash Triangle+Circle 
Driving Elbow (eft,right, Square+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Axe Handle Smash Square+X 
Clothesline Triangle+Circle 
Forearm Smash 

left, right, Square+Circle 


« FROM THE RING APRON 


- OPPONENT LYING ON GROUND 


Double Foot Stomp Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Axe Handle Smash Square+X 


Clothesline Triangle+Circle 


pants, masks, shirts, and boots fo 
Wrestler! It’s an accessorizing 


. © FROM STARTING POSITION 
Front Face DDT left,left,Left C 
Overhead Belly-Belly Suplex* 


left,down,Left C 
Choke Slam* down,down,B —--—- 
DDT* feft,down,A 
Gut Wrench Power Bomb lefi,right,B 
Neck Breaker” left,down,B 
Side Belly-Belly Supiex 
left,right, Left C 

Short-Arm Clothesline* left,up,Left C 
Single-Arm DDT" Jeft,up,A 
Snap Mare” left,up,B 
Throat Toss* down,up,Left C 
TOMBSTONE PILEDRIVER* 

down,down,down,B+Left C 
Vertical Suplex left,right,A 


__»* FROM THE TIE-UP 


Back Breaker A 
Atomic Drop B 


Sidewalk Slam Left C 
Northern Lights Suplex left,A 
DDT lteft,B 
Gut Wrench Power Bomb ieft,Left C 
Vertical Suplex* left,down,A 
Overhead Belly-Belly Supiex* 
left,up,B 

Choke Slam left,righi,Left C 
TOMBSTONE PILEDRIVER 

ze. es up,down,Left C 


«FROM BEHIND - 


Neck Breaker A or B or Left C 
Reverse DDT left,left,A or B 


| Reverse DDT up,up,B 
Side Siam* left,left,up,Left C 


«RUNNING ATTACK 


Clothesline B orA 
Spinning Neck Breaker Left C 


* ATTACK VS. RUNNING 


Boot to Face A 
Clothesline B 


Powerslam Left C 
Spinebuster loft, Left C 


eGROUND HITS. |. 


- STANDING : 
Elbow Drop B. 


Knee Drop* down,A 
Leg Drop* down, B 
Stomp A 


- RUNNING 

Leg Drop A 

Fist Drop B: = 
Falling Headbutt Left 


EXTRA COSTUME OPTIONS 


allenge with Kane in 


ale 


'  * GROUND HOLDS | 
- STARTING AT LEGS 
Elbow Drop onto Leg lefi,left,A 


Half Crab ‘left,right,A 
Surfboard up,down,A 
Leg Lock Jeft,right,left,A 


- STARTING AT HEAD 
Arm Wrench left,left,B 
Squeeze Head left, right,B 
Painkiller up,down,B 


* OPPONENT IN CORNER | - 


- STANDING, FACING OPPONENT 
Choke with Boot A 


Climb Turnbuckle and Pummel B 
Choke with Boot Left C 
Overhead Press left,left,A . - 
Belly-Belly Suplex feft,left,B 
Double Underhook Suplex 

left,left, Left C 
Top Rope Superpiex up,up,down,A 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle _ | 
Aor Bor Left C 

Pump Handie Siam Ieft,Left C 


-RUNNING 
Clothesline Aor 8 or Left C 


- FROM THE TOP TURNBUCKLE 
- OPPONENT LYING ON GROUND 
Fist Drop Aor B or Left C - 


Double Foot Stomp A+Down C 
Splash BtLeftC ~~ 
Driving Elbow left,right,A+Left C 


- OPPONENT STANDING .- 

Drop Kick Aor B or Left C . 

Axe Handle Smash A+Down C 
Clothesline B+LeftC. 2 
Forearm Smash left,right,A+Left C 


* FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Fist Drop Aor B or LeftC - 


Double Foot Stomp A+Down C 
Splash BtLeftC  — 


~ OPPONENT STANDING 

Drop Kick Aor B or Left C 
Axe Handle Smash A+Down C 
Clothesline B+LeftC: 


ise 


Piece sastegis ese 


Pp SHATTER ONE | 


Height; 6 4° 

Weight: 246 pounds 

From: Greenwich, Cl 

Favorite Quote: “Suck It!” 

Finishing Move: Pedigree 

Titles Held: Intercontinental, European (2) 


, 


GAME STATS 
Strength 9 
Toughness 7 
Speed 5 
Recovery 5 
Charisma 4 

WRESTLER BIO 


Citing disciplinary reasons, Federation officials kept Triple H 
in relative obscurity for more than one year before he cap- 
tured the 1997 King of the Ring. A few months prior to his 
royal coronation, Hunter enlisted the services of female 
bodybuilder Chyna and his career began to take an 
upward turn. After obtaining a great deal of success over 
the next few months, Hunter along with close friend Shawn 
Michaels formed D-Generation X and changed the face of 
wrestling forever. After Shawn cost the noforious group 
some embarrassment at WrestieMania XIV, Triple H asserted 
himself as one of the premier superstars in the sport by tak- 
ing over leadership of the faction. 

Now with Chyna, X-Pac and the New Age Outlaws under 
his direction, this intelligent individual is responsible for 
leading the most powerful and influential group in wrestling. 
There is no doubt that when all is said and done, HHH will 
be responsible for elevating this sport to heights never 
before attained. 


His language and notorious double entendres have made 
him the most scandalous character in pro wrestling. But 
his punishing and often treacherous ring style — and 
modified Piledriver finisher, Known as the Pedigree — 
have made him one of the most dangerous of all the 
superstars in the ring. He is well-versed in mat wrestling 
and tends to smother opponents or keep them otherwise 
neutralized. He can deliver high-impact maneuvers, or 
wrestle reactively — waiting for an opponent to commit 
himself then countering the move instantly. Not much of a 
flyer. His style is deceptive; he rarely appears to be domi- 
nating his opponent, even though he frequently is. 


PLAYSTATION 
| __- FROM STARTING POSITION _| 


Arm Wrench left,leit, Triangle 
Overhead Belly-Belly Suplex 


left,right,Circle 
Clothesline left,down, Triangle 
DDT left,down,Square 
Drop Toe Hold* down,down,Square 
Hammerlock* up,up, Triangle 
Japanese Arm Drag* 
down,down, Triangle 
| Kneebreaker left,up,Square 
Knee to Face left,left, Square 
fj Neck Breaker left,up, Triangle 
fm ©4PEDIGREE* 
a left,down, right, Triangle+Circle 
ji Fisherman’s Suplex left,up,Circle 
‘Sleeper left,left,Circle 
Vertical Suplex left,down,Circle 


Hammerlock Square 
Neck Breaker Triangle 
aeeaicer Breaker Circle 
Fisherman’s Suplex left,Square 
Gut Wrench Power Bomb 
left, Triangle 

Northern Lights Suplex left,Circle 
Overhead Belly-Belly Suplex 

left,up, Square 
Double Underhook Suplex 
: up,down, Triangle 
Power Bomb feft,up,Circle 


| ¢ FROM BEHIND 
Cobra Clutch 


Square or Triangle or Circle 
Atomic Drop left,left,Square . — 
Pump Handle Slam left,left, Triangle 
Neck Breaker left,up,up,Circie 


@ RUNNING ATTACK 


Clothesline Triangle 
Cross Body Block Circle 


|e ATTACK VS. RUNNING - 


Drop Toe Hold Square 
Back Body Drop Triangle 

Clothesline Circle 

Powerslam up,Circle 


| __ ¢ GROUND HITS 
- STANDING 

Leg Drop (at side) Square 
Stomp Square 

Fist Drop Triangle 
Falling Headbutt down,Square 


- RUNNING 
Running Knee Drop Square 
Fist Drop Triangle or Circle 


BUTTON COMBOS 


* GROUND HOLDS 


- STARTING AT LEGS 

Step-Over Toe Hold left,left,Square 

Half Crab left,right, Square 

Texas Cloverleaf up,down,Square 

Figure Four Legiock 
left,up, left, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 

Rear Chin Lock left,right, Triangle 
Knee to Back up,down,Triangle - 
Blatant Choke Jeft,down,right, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 


Choke with Boot Square 

Chest Chop Triangle 

Charging Shoulder Circle 
Belly-Belly Suplex left,left,\Square 
Superplex |eft,left, Triangle : 
Top Rope Superplex Jeft,left,Circle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


- RUNNING 
Avalanche Square or Triangle or Circle 


« FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Double Foot Stomp Square+X . 

Driving Elbow Triangle+Circle 

Somersault Senton Splash 
up,up, Triangle+Square 


~~ OPPONENT STANDING 
Axe Handie Smash 
Square or Triangle or Circle 
Clothesline Square+X 
Shoulder Tackle Triangle+Circle 
Body Press up, left,Circle+X 


+ FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Driving Elbow Triangle+Circle 


- OPPONENT STANDING 
, Axe Handle Smash 
Square or Triangle or Circle 
Clothesline Square+X . 

Shoulder Tackle Triangle+Circle 


| Stomp A 


Arm Wrench left,left,B 
Overhead Belly-Belly Suplex 
left,right,Left C 

Clothesline left,down,B er 
DDT left,down,A 
Drop Toe Hold* down,down,A 
Hammerlock* up,up,B 
Japanese Arm Drag* down,down,B 
Kneebreaker left,up,A 
Knee to Face lefi,left,A 
Neck Breaker left,up,B 
PEDIGREE* left,down,right,B+Left C 
FISHERMAN’S SUPLEX 

left,up,Left C 
SLEEPER left,Jeft,Left C 
VERTICAL SUPLEX Isit,down,Left C 


Hammeriock A> 
Neck Breaker B 

Shoulder Breaker ieft C 
Fisherman’s Suplex left,A 

Gut Wrench Power Bomb ieft,B 


| Northern Lights Suplex left,Left C 


Overhead Belly-Belly Suplex - 
left,up,A 
Double Underhook Suplex 
: up,down,B 
Power Bomb left,up,Left C 


y * FROM BEHIND 


Cobra Clutch Aor B or Left C 
Atomic Drop left,left,A 


Pump Handle Siam !eft.teft,B 
Neck Breaker left,up,up,Left C 


|» RUNNING ATTACK 


Drop Kick A... .... 
Clothesline B 


Cross Body Block Left C 


e ATTACK VS. RUNNING | 
Drop Toe Hold A 

Back Body Drop B 

Flying Back Elbow Left C 
Powersiam up,Left C 


° GROUND HITS ; 


~ STANDING 
Leg Drop (at side) A 


Fist Drop B 
Failing Headbutt down,A 


- RUNNING 
Running Knee Drop A 
Fist Drop 8B or Left C 


HUNTER HEARST-HELMSLEY 


_- GROUND HOLDS : 


- STARTING AT LEGS | 
Step-Over Toe Hold left,jeft,A 
Half Crab left,right,A 

Texas Cloverleaf up,down,A 
Figure Four Leglock Jeft,up,left,A 


- STARTING AT HEAD 

Arm Wrench ieft,jeft,B 

Rear Chin Lock left,right,B 
Knee to Back up,down,B 
Blatant Choke left,down,right,B . 


+ OPPONENT IN CORNER 4 


- STANDING, FACING 


Siew Choke with Boot A 
Chest Chop B 


Charging Shoulder Left C 
Belly-Belly Suplex left,left,A 
Superplex left,left,B =” — 
Top Rope Superpiex. jeft,left, Left C 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

AorB or Left C 
Pump Handle Slam left,Left C 


- RUNNING 
Avalanche Aor B or Left C 


*« FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Knee Drop Aor B or LeftC 


Double Foot Stomp A+DownC.. 
Driving Elbow B+lLefiC 
Somersault Senton Splash 

: 5 up,up,B+A 


- OPPONENT STANDING 

Axe Handle Smash A or B or Left C 
Clothesline A+Down C ' 
Shoulder Tackle 5+Left C-- 

Body Press. up,left,Left C+Down C 


- FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Knee Drop: A or B or Left C - 
Double Foot Stomp A+Down GC 
Driving Elbow. B+Left C 


« OPPONENT STANDING 

Axe Handle Smash A or.B or LeftC 
Clothesline A+Down C.» 

Shoulder Tackle B+Left C 


pr CHAPTER ONE 4 
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IVBIY & 


Height: 6°)” 

Weight: 235 pounds 

From: Sacramento, CA 

Finishing Move: Shamrock Ankle Lock 


CAME STATS 
Strength 6 
Toughness 6 
Speed 8 
Recovery 5 
Charisma 5 

WRESTLER BIO 


While competing in the Ultimate Fighting Championship 
(UFC) circuit, ABC-TV called him “The World's Most 
Dangerous Man.” A master of submissions, Ken 
Shamrock was perhaps the most skilled fighter ever to 
compete in the Octagon, and quickly became o UFC 
champion. Once there were no longer any challenges 
to keep him in the realm of the UFC, Shamrock entered 
the World Wrestling Federation in February 1997. 

Shamrock has astounded many wrestling insiders with 
his transition from the UFC to the Federation, as the 
superstar has improved his mat game in perhaps never 
before seen leaps and bounds. In fact, Ken was voted 
1997's “Rookie of the Year" by many of the writers of 
World Wrestling Federation Magazine. Perhaps his great- 
est accomplishment thus far was being the sole survivor 
at the 1997 Survivor Series after dismantling the entire 
Nation of Domination. No doubt Shamrock will continue 
to reach new heights in the years to come, as he repre- 
sents the future of the Federation. 


TIPS 


Shamrock’s greatest strength is his intensity, his focus. 
Once he gets In The Zone, as he says, he is a raging 
engine of destruction. Unfortunately, that focus can 
become fuzzy if Shamrock’s emotions are exploited. He 
isn't big, but Shamrock is amazingly powerful with excel- 
lent striking ability, good speed and even some flying 
ability. He can wrestle on the mat, where his smaller size is 
less of a factor. But when Shamrock snaps, look out — he 
might step out of the TV and give you a Belly-Belly Suplex 
just for the hell of it. 


BUTTON COMBOS 


PLAYSTATION 


Front Face DDT left.right, Triangle 
Arm Wrench left,left, Triangle 


Crucifix left,right,Square 
Hurricanranna leit,right,up,Square 
Japanese Arm Drag* 

down,down, Triangle 
Kneebreaker* feft,down,Square 
Leg Drag left,left,Square 


| Reverse Painkiller* 


left,down, Triangle 
Samoan Drop* left,up, Triangle 
Short-Arm Clothesline* 
up,up, Triangle 


| Sidewalk Siam" left,down,Circle 


Single-Arm DDT left,up,Square _ 
Small Package up,down,Circle 


| Spinning Neck Breaker left,left,Circle 


; _ ° FROM THE TIE-UP 


Hiptoss Square 
Top Wristlock Triangle 
Sidewalk Slam Circle 
Northern Lights Suplex left,Square 
Gut Wrench Power Bomb 
left, Triangle 
Vertical Suplex left,Circle 
Overhead Belly-Belly Suplex* 
feft,up, Square 
Double Underhook Suplex 
left,right, Triangle 
Side Belly-Belly Suplex* 
left,down,Circle 


e FROM BEHIND 
Russian Leg Sweep 

Square or Triangle or Circle 
Pump Handle Siam left,left, Square 
Reverse DDT left,left, Triangle 
Victory Roll left,left,Circle 
Belly-Back Suplex* left,up,right,Circle 


e RUNNING ATTACK 
Tackle with Punches Square 
Clothesline Triangle ane 
Cross Body Block Circle 
-Hurricanranna Triangle+Circle 


¢ ATTACK VS. RUNNING. 


Drop Toe Hold Square 
Clothesline Triangle 


Belly-Belly Suplex Circle 
Hurricanranna up,Square 


e GROUND HITS 
- STANDING 
Stomp Square 
Falling Headbutt* down,Square 
Elbow Drop Triangle 
_ Standing Moonsault (at side)* 
down, Triangle 


priving Elbow Smash* 


down, Triangle 


- RUNNING 
Fist Drop Square or Circle 
‘Front Elbow Triangle 


¢ GROUND HOLDS 


- STARTING AT LEGS 
Leg Grapevine left,left,Square 
Texas Cloverleaf teft,right, Square 
STF up,down,Square 
Inverted STF up,left,up,Square 
Reverse Fuji Leg Bar 
left,up, right, Square 

SHAMROCK ANKLE LOCK 

left,right, up, Square+Circle 


- STARTING AT HEAD 

Leg Lock Chokehold feft,left, Triangle 
Reverse Chinlock left,right, Triangle 
Short-Arm Scissor up,down, Triangle 
Painkiller left,up,down, Triangle 


’ Fuji Arm Bar up,left,up, Triangle 


¢ OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest Chop Square 


Climb Turnbuckle and Pummel 
Triangle 

Charging Shoulder Tackle Circle 

Flying Head Scissors ieft,left, Square 

Hurricanranna left,right, Triangle 

Superplex left,left,Circle 

Top Rope Superplex up,down,up, Circle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckie 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


; = RUNNING 


Avalanche Square or Triangle or Circle 


¢ FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Kamikaze Headbutt Triangle+Circle 
Splash left,left, Triangle+Square 
Moonsault X 


| - OPPONENT STANDING 


Drop Kick Square or Triangle or Circle 
Body Press Square+X ~*~ 
Shoulder Tackle Triangle+Circle 
Hurricanranna* left,up,Square+Circle 


* FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Kamikaze Headbutt Triangle+Circle 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Body Press Square+X © Cue 
Shoulder Tackle Triangle+Circle 


| - STANDING 


.__* FROM STARTING POSITION: 


Front Face DDT left,right,B 
Arm Wrench left,left,B 


| Crucifix left,right,A 


Hurricanranna left,right,up,A _. -- 
Japanese Arm Drag* down,down,B 
Kneebreaker’ left,down,A 
Leg Drag left,left,A 
Reverse Painkiller* feft,down,B 
Samoan Drop* left,up,B 
Short-Arm Clothesline* up,up,B 
Sidewalk Siam* left,down,Left C 
Single-Arm DDT* left,up,A 
Small Package up,down,Left C 
Spinning Neck Breaker 

left.left, Left C 


Hiptoss A 
Top Wristlock B 
Sidewalk Slam Left C 
Northern Lights Supiex left,A 
Gut Wrench Power Bomb left,B 
Vertical Suplex left,Left C 
Overhead Belly-Belly Suplex* 
left,up,A 
Double Underhook Suplex 
left,right,B 
Side Belly-Belly Supiex* 
left,down,Left C 


eFROM BEHIND ~ 


Russian Leg Sweep Aor B or LeftC 
Pump Handle Slam left,left,A 


Reverse DDT left,left,B ~~ 


) Victory Roll left,left,Left C 


Belly-Back Suplex* 


e RUNNING ATTACK -_ - 
Tackle with Punches A 
Clothesline 8 


Cross Body Block LeftC. 


Hurricanranna. B+Left C 


* ATTACK VS. RUNNING | 


Drop Toe Hold A 
Clothesline -B ” 
Belly-Belly Suplex Left C. 
Hurricanranna up,A 


° GROUND HITS 


Stomp A : 
Falling Headbutt* down,A 
Elbow Drop B 

Standing Moonsault (at side)* 
ee se down,B 
Driving Elbow Smash* down,B 


- RUNNING - 
Fist Drop Aor LeftC 
Front Elbow. B 


left,up,right,Left C 


SHAMROCK 


- STARTING AT LEGS 

Leg Grapevine -left,left,A 

Texas Cloverleaf left,right,A 

STF up,down,A 

Inverted STF up,left,up,A 

Reverse Fuji Leg Bar Left,up,right,A 

SHAMROCK ANKLE LOCK 
left,right,up,A+Left C 


‘« STARTING AT HEAD 


Leg Lock Chokehold left,jeft,B 
Reverse Chinlock Jeft,right,B 
Short-Arm Scissor up,down,B 
Painkiller left,up,down,B 

Fuji Arm Bar up,eft,up,B 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest Chop A 


Climb Turnbuckle and Pummel 8 
Charging Shoulder Tackle Left C 
Flying Head Scissors left,left,A 
Hurricanranna left,right,B 
Superplex left,lefi,Left C 

Top Rope Superplex 
¥ up,down,up,Left C 


+» FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 
Aor B or LeftC 


“Pump Handle Slam left,Left C 


-RUNNING ~ 
Avalanche Aor B or Left C 


- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C” 
Double Foot Stomp A+Down C 
Kamikaze Headbutt B+Left C 
Splash ieft,teft,B+A 

Moonsault Down C 


« OPPONENT STANDING 


Drop Kick Aor B or Left C 
Body Press A+Down C 
Shoulder Tackle B+Left C 


_Hurricanranna” left,up,A+Left C. 


- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C.. : 
Double Foot Stomp A+Down C 
Kamikaze Headbutt B+Left C 


~ OPPONENT STANDING 
Drop Kick Aor 8 or Left C - 
Body Press A+Down C 
Shoulder Tackle 8+Left C: 


CHAPTER ONE 


Weight: 270 pounds 

Height: 6'2° 

From: Warner-Robbins, Georgia 
Favorite Quote: *!'|| put my boot naht 
up your @S$l" 

Finishing Move: The Dominator 


GAME STATS 


Strength 
Toughness 
Speed 
Recovery 
Charisma 


WRESTLER BIO 


Faaroog, the former leader of the Nation of Domination, 
is recognized as the first black World’s Heavyweight 
Champion in the history of the sport of professional 


wn wos 


_ wrestling. This superstar, formerly known as Ron 


Simmons, is a football legend at Florida State University. 
He is the only ployer, along with Deion Sanders, to have 
his jersey retired at the school! 

Upon entering the World Wrestling Federation, Faarooq 
created the Nation and molded it into o powerful fac- 
tion. Following months of friction between him and fellow 
member Rocky Maivia, “The Rock” ousted his leadership 
from the group. With vengeance now his top priority, 
Faarooq may destroy the very Nation he created! 


Ot Sa 


Facrooq's wrestling style is ground-based, methodical and 
power-driven; he is an incredibly powerful man with great 
striking ability. He is also a superb ring general and his tac- 
tical and strategic thinking often gives him a major advan- 
tage over less-experienced opponents. With a relatively 
low Charisma rating, however, you'll need to really mix up 
the moves in order to keep the fans on Faarooaq's side. His 
finisher, the Dominator, is a reverse vertical suplex. 


PLAYSTATION 
Bearhug left,down, Triangle 
DOMINATOR® up,up,up,Circle+X 
Hiptoss* up,up,Square 
Japanese Arm Drag* 

down,down, Triangle 
Knee to Face left,down,Square 
Press Slam* down,down,left,Circle 
Side Beily-Belly Suplex 
left,up,Square 
Short-Arm Clothesline 
up,down, Triangle 
Shoulder Breaker left,right, Triangle 
Sidewalk Slam left,right, Square 
' Spinebuster up,down,Square 
Spinning Neck Breaker 
left, right, Circle 
Choke Slam left,left,up, Triangle 
Vertical Suplex feft,up,Circle 


‘ e FROM THE TIE-UP 


Hiptoss Square 

Chest Breaker Triangle 

Side Slam Circle 

Gut Wrench Power Bomb left,Square 
Side Belly-Belly Suplex left, Triangle 
Northern Lights Suplex left,Circle 
Sidewalk Slam up,down,Square 
Brainbuster left,right, Triangle 

Power Bomb up,left,Circle 


FROM BEHIND 


| Full Nelson Square or Triangle or Circle 
Atomic Drop left,left,Square or Triangle 
Belly-Back Suplex" left,up,right,Circle 


| « RUNNING ATTACK 


Shoulder Tackle Square or Circle 
Clothesline Triangle 


* ATTACK VS. RUNNING 


Boot to Face Square 
Clothesline Triangle 


Power Slam Circle 
Sidewalk Siam left, Triangle 


- e GROUND HITS 
- STANDING 
Stomp Square 
Falling Headbutt* down,Square 
Axe Handie Smash Triangle 


- RUNNING 

Running Knee Drop Square 
Fist Drop Triangle 

Falling Headbutt Circle 


BUTTON COMBOS 


*GROUND HOLDS — 


- STARTING AT LEGS 
Knee to Inside Leg left,left,Square 


Elbow to Groin left,right, Square 
Inverted STF up,down,Square 
Boston Crab* left,down,right, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Knee to Back left,right, Triangle 
Blatant Choke up,down, Triangle 
Camel Clutch* left,up, right, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot Square 


Charging Shoulder Triangle or Circle 
Overhead Press left,left, Square 
Superplex left,left, Triangle 

Top Rope Superplex left,left,Circle 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Siam left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 
- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Knee Drop Square+X 
Driving Elbow Triangle+Circle 
Double Foot Stomp 

up, left, Triangle+Square 


- OPPONENT STANDING 
Axe Handle Smash 

Square or Triangle or Circle 
Forearm Smash Square+X 
Clothesline Triangle+Circle 
Shoulder Tackle left,up,Circle+X 


* FROM THE RING APRON | 
- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Knee Drop Square+X 
Driving Elbow Triangle+Circle 


- OPPONENT STANDING 
Axe Handle Smash 
Square or Triangle or Circle 


. Forearm Smash Square+X 


Clothesline Triangle+Circle 


SUPER 


| SECRETS 


Batter up! 


NINTENDO 64 


_ © FROM STARTING POSITION ° 
Bearhug left,down,B 
DOMINATOR* 


up,up,up,Left C+Down C 
Hiptoss* up,up,A 


Japanese Arm Drag* down,down,B 

Knee to Face left,down,A 

Press Slam* down,down,left,Left C 

Side Belly-Belly Suplex left,up,A 

Short-Arm Clothesline up,down,B 

Shoulder Breaker left,right,B 

Sidewaik Siam left,right,A 

Spinebuster up,down,A 

Spinning Neck Breaker 
left,right, Left C 

Choke Siam left,left,up,B 

Vertical Suplex teft,up,Left C 


ptoss A 
Chest Breaker B 
Side Slam Left C 
Gut Wrench Power Bomb left,A 
Side Belly-Belly Suplex left,B 
Northern Lights Suplex left,Left C 
Sidewalk Slam up,down,A 
Brainbuster feft,right,B 
Power Bomb up,!eft,Left C 


¢FROM BEHIND. - 


Full Nelson Aor B or Left C 
Atomic Drop left,left,A or B 


Belly-Back Suplex* 


left,up,right,Left C 


a *. RUNNING ATTACK 


Shoulder Tackle A or Left C 
Clothesline B ae 


_ «ATTACK VS. RUNNING: 


Boot to Face A 
Clothesline B 


Power Slam. Left C 
Sidewalk Slam left,B 


- STANDING 
Stomp AU 
Falling Headbutt* down,A 
Axe Handle Smash B 


~ RUNNING 


NO BLOCKING 


* Beat the War Zone Challenge with Faarooq or Shamrock, and 
F you'll be able to disable the blocking function of the game! 


FAAROOQ 


* GROUND HOLDS - 


- STARTING AT LEGS 
Knee to Inside Leg left,left,A 


Elbow to Groin ieft,right,A 
Inverted STF up,down,A 
Boston Crab* ieft,down,right,A 


- STARTING AT HEAD 

Arm Wrench ieft,jeft,B 
Knee to Back left,right,B 
Blatant Choke up,down,B 
Camel Clutch* |eft,up,right,B 


* OPPONENT IN CORNER. 


- STANDING, FACING OPPONENT 
Choke with Boot A... - 


Charging Shoulder B or Left C 
Overhead Press left,left,A 
Superpiex left,left,B 

Top Rope Superplex left,left,Left C. 


~ FROM BEHIND OPPONENT 
Smash Head into Turnbuckie 

= Aor Bor LeftC 
Pump Handle Slam left;Left C <= 


- RUNNING 
Clothesline A or B or Left C 


- OPPONENT LYING ON GROUND — 
Fist Drop Aor 8B or Left C. “2 


Knee Drop A+Down C 
Driving Elbow 6+Left C 
Double Foot Stomp up, left, B+A 


- OPPONENT STANDING % 

Axe Handie Smash A or B or Left C 

Forearm Smash A+Down C- 

Clothesline B+LeftC .. 

Shoulder Tackle ~ ae 
__jeft.up,Left C+Down-C- 


*. FROM THE RING APRON 
- OPPONENT LYING ON GROUND - 
Fist Drop Aor B or Left C- ; 
Knee Drop A+Down C-” 
Driving Elbow B+Left.C - 


- OPPONENT STANDING: 

Axe Handie Smash Aor 6 or Left C. 
Forearm Smash A+Down C. 
Clothesline B+LeftC ~ 


Height: 6° 6” 

Weight: 260 pounds 

From: Hollywood, CA 

Titles Held: Intercontinental Champion 


Finishing Move: Curtain Call 


CAME STATS 
Strength 7 
Toughness 8 
Speed 3 
Recovery 9 
Charisma 3 


WRESTLER BID 


The tale of Dustin Runnels, a.k.a. Goldust, is certainly one of the 
more twisted in the history of the World Wrestling Federation. 
Goldust first made his mark in the big time at the 1996 Royal 
Rumble when he defeated Razor Ramon for the 
Intercontinental Title. Just a few months later, the Golden One 
introduced Marlena, his director and wife, to the world. 

The two enjoyed success in the Federation for quite some 
time, until a feud with the late Brian Pillman changed their lives 
forever. After Goldust came out on the losing end of a match 
with Pillman, Marlena was forced to spend the next 30 days with 
their foe, When husband and wife were finally reunited, Goldust 
scorned his love interest and deserted her for “someone new.” 
That someone turned out to be the wicked Luna Vachon, who 
has twisted Dustin's mind into The Artist Formerly Known As 
Goldust. Together this new couple gives new meaning to the 
word “bizarre.” Meanwhile, Marlena’s status remains a mystery. 


TIPS 


While he rarely if ever takes to the air, “The Artist” has a 
fair chance at success when he does. His ground-based 
attack is solid and amazingly flexible with one of the 
highest rated striking ratings in the game. In fact, Goldust 
is a wrestling chameleon, able to absorb the coloration 
and style of any opponent — and then turn it against 
them. His ting psychology is top-notch and his ability to 
get a “rise” out of an opponent is well-known. 


BUTTON COMBOS 


PLAYSTATION 


Abdominal Stretch left,right,Circle 
Body Slam left,down,Circle 


DDT left,down,Square 
Gut Wrench Power Bomb 
a left, right, Triangle 
W Hiptoss* down,down,Square 
| Japanese Arm Drag* 
| _.. down,down, Triangle 
f Kneebreaker up,down,Square 
fe Neck Breaker left,down, Triangle 
» Samoan Drop ieft,up, Triangle 
, Single-Arm DDT left,up,Square 
* Sleeper up,down, Triangle 
+ Snap Mare left,up,Circle 
je Vertical Suplex up,down,Circle 


* FROM THE TIE-UP 


‘ Hiptoss Square 
: Atomic Drop Triangle 


' Inverted Atomic Drop Circle 
DDT left,Square 
Vertical Suplex left, Triangle 

, Samoan Drop left,Circle 

. Brainbuster left,down,Square 
Bulldog left,up, Triangle 
Piledriver up,down,Circle 


¢ FROM BEHIND ; 
* Abdominal Stretch 
oe Square or Triangle or Circle 
p 


Atomic Dro 


i: left,left, Square or Triangle 

_ Reverse DDT left,right,down,Circle 

» CURTAIN CALL 
left,down,down,Circle+X 


¢ RUNNING ATTACK 


: Drop Kick Square 


Drop to Knees and Uppercut Circle : 


Clothesline Triangle r 


+ ATTACK VS. RUNNING 


Drop Kick Sua 
Clothesline Triangle 


Powerslam Circle 
Back Body Drop up, Triangle 


7 * GROUND HITS 
- STANDING 
Leg Drop (at side) Square 
Stomp Square 
Double Foot Stomp* down,Square 
Fist Drop Triangle 


- RUNNING 

Knee Drop Square 
Fist Drop Triangle 

Butt Drop Circle ~ 


- STARTING AT LEGS 

Elbow Drop onto Leg left,left, Square 
Knee to Inside Leg left,right, Square 
Spinning Toe Hold up,down,Square 
Headbutt to Groin* 


left,up, right, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Rear Chin Lock left,right, Triangle 
Stump Puller up,down,Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Kick in Corner Square 


Chest Chop Triangle 

Repeated Elbows Circle 

Superplex left,left,Square or Triangle 
Top Rope Superplex left,left,Circle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 
- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Butt Drop Square+X 
Fist Drop Triangie+Circle 
Somersault Senton Splash 

up,up, Triangle+Square 


- OPPONENT STANDING 

Bionic Elbow Square or Triangle or Circle 
Forearm Smash Square+X 

Flying Butt Bump Triangle+Circle 
Shoulder Tackle left,up,Circle+X 


« FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Butt Drop Square+X 
Fist Drop Triangle+Circle 


- OPPONENT STANDING 
Bionic Elbow 
Square or Triangle or Circle 
Forearm Smash Square+X 
Flying Butt Bump Triangle+Circle 


NINTENDO 64 


'* FROM STARTING POSITION 


Abdominal Stretch left,right,Left C 
Body Slam left,down,Left C 


DDT left,down,A 

Gut Wrench Power Bomb left,right,B 
Hiptoss* down,down,A 
Japanese Arm Drag* down,down,B 
Kneebreaker up,down,A 

Neck Breaker left,down,B 

Samoan Drop left,up,B 

Single-Arm DDT left,up,A 

Sleeper up,down,B 

Snap Mare left,up,Left C 

Vertical Suplex up,down,Left C 


« FROM THE TIE-UP - 
Hiptoss A 
Atomic Drop B 


Inverted Atomic Drop Left C 
DDT left,A ” 

Vertical Suplex left,B 
Samoan Drop left,Left C 
Brainbuster left,down,A 
Bulldog left,up,B 
Piledriver up,down,Left C 


*FROM BEHIND _ 


Abdominal Stretch A or-B or Left C 
Atomic Drop left,left,A.or B 


Reverse DDT leit,right,down,Left C 
CURTAIN CALL . : See oN vice er a 
left,down,down,Left C+Down C 


: * RUNNING ATTACK — 
Drop Kick A. 
Drop to Knees and Uppercut LeftC 
Clothesiine BO 


* ATTACK VS. RUNNING 


Drop Kick A. 
Clothesline 6 


Flying Back Elbow Left C 
Back Body Drop up,B 


P_sGROUND HITS | 
- STANDING — Pa 
Leg Drop (at side) A 


Stomp A’ 
Double Foot Stomp* down,A 
Fist Drop B 


- RUNNING 
Knee Drop A 
Fist Drop B 
Butt Drop Left C 


GOLDUST 


ot «GROUND HOLDS — 
- STARTING AT LEGS 
Elbow Drop onto Leg lefi,left,A 


Knee to Inside Leg left,right,A 
Spinning Toe Hold up,down,A 
Headbutt to Groin* left,up,right,A 


- STARTING AT HEAD 
Arm Wrench left,left,B 
Rear Chin Lock left,right,B 
Stump Puller up,down,B 


» OPPONENT IN CORNER . 


- STANDING, FACING OPPONENT 
Kick in Corner A 


Chest Chop B 

Repeated Elbows Left C 
Superplex left,left,A or B 

Top Rope Superplex lefi,left,Left C 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Aor 8B or Left C 

Pump Handle Slam Jleft,Left C 


- RUNNING 
Clothesline A or B or Left C 


+ FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Knee Drop Aor B or Left C 


Butt Drop A+Down C 

Fist Drop B+Left C 

Somersault Senton Splash 
Seas te eee up,up,B+A 


+ OPPONENT STANDING | 

Bionic Elbow A or 8 or Left C 

Forearm Smash A+Down C 

Flying Butt Bump B+Left C 

Shoulder Tackle | 
left,up,Left C+Down C | 


* FROM THE RING APRON . 


- OPPONENT LYING ON GROUND 
Knee Drop Aor B or Left C 


Butt Drop A+Down C 
Fist Drop B+Left C 


- OPPONENT STANDING 
Bionic Elbow A or B or Left C ~ 
Forearm Smash A+Down C 
Flying Butt Bump B+Left C 


99 ee 


| 


From: Calgary, Alberta, Canada 
Height: 5°1 1° 

_ Weight: 227 pounds 

Finishing Move: Sharp Shooter 

Title(s) Held: Federation Tag Tearn (2), 
intercontinental (2), European 


CAME STATS 


Strength 
Toughness 
Speed 
Recovery 
Charisma 


anon > 


WRESTLER BIO 


The career of Owen Hart has evolved since he entered 
the World Wrestling Federation as the “Blue Blazer”. 
Despite earning a great deal of success in the ring, 
Owen had always been prevented from attaining super- 
Star status in part because of the large shadow cast by 
his older brother, Bret. After Bret’s controversial departure 
from the World Wrestling Federation, Owen's opportunity 
to shine in the spotlight has presented itself. Always con- 
sidered one of the most athletic and charismatic super- 
stars in the Federation, fans around the world will have a 
chance to see what Owen Hart can do now that the 
focus will be solely on him. 


TE TR 
— ~~ 4 


He isn’t large, but Owen is aggressive, with a relentless 
quality that makes him a dangerous opponent. He can ' 
fly, but he isn't a flyer anymore. His ability on the mat is 
legendary, so it's a good idea for him to use takedowns 

on larger opponents, then punish them on the canvas with 
leglocks that can eventually set up the opponent for a 
Sharp Shooter. 


X PLAYSTATION 


Abdominai Stretch left,down, Triangle 
_ Arm Drag* up,up, Triangle 
| Overrhead Belly-Belly Suplex 
: left,left,Circle 
| Double Underhook Suplex* 
i > ia down,down, Circle 
| Flying Head Scissors left,left, Square 
| Drop Toe Hold* down,down,Square 
) Hurricanranna” left,right,up,Square 
Gut Wrench Power Bomb 
4 left, right, Triangle 


|, Japanese Arm Drag* 
i y down,down, Triangle 
| Fisherman’s Suplex* up,up,Circle 
| Side Belly-Belly Suplex 
i = : left,up, Triangle 
Small Package left,up,Circle 
| Snap Mare left,down,Square 


[FROMTHE TIE-UP 
Arm Drag Square 

Neck Breaker Triangle 

| Side Belly-Belily Suplex Circle 

Gut Wrench Power Bomb left,Square 
Samoan Drop left, Triangle 

Vertical Suplex left,Circle 

Overhead Belly-Belly Suplex 

| left,up, Square 
| Piledriver up,down,Triangle 

Double Underhook Supliex 

up,down, Circle 


: « FROM BEHIND 
Cross Face Chicken Wing 


--_ Square or Triangle or Circle 
| Atomic Drop left,left, Square 


Belly-Back Supiex left,left, Triangle 
Victory Roll left,left,Circle . .- 
_ German Suplex* left,left,up,Circle 


¢ RUNNING ATTACK 


ae Heel Kick Square 
Clothesline Triangle 


Flying Forearm Circle 
_Hurricanranna Square+X 
= 
| 
f Drop Kick Square 
@ Back Body Drop Triangle 
! -Belly-Belly Suplex Circle ~~ 

| Hurricanranna up,Square ~ 


i 
f - STANDING 

| Stomp Square 

Falling Headbutt down,Square 
Elbow Drop Triangle 

| Splash down, Triangle 


- RUNNING 
Knee Drop Square 
| Fist Drop Triangle 
| Falling Headbutt Circle 


- STARTING AT LEGS 

Surfboard left,left, Square 

Leg Grapevine left,right, Square 

Wishbone Leg Splitter 

up,down,Square 

Reverse Indian Deathlock 
left,right,up, Square 

Inverted STF up,|left,up,Square 

SHARP SHOOTER 


left,jeft, up, Square+X 


- STARTING AT HEAD 
Arm Wrench left,left, Triangle 
Rear Chin Lock Jeft,right, Triangle 
Leg Lock Chokehold 
up,down, Triangle 


« OPPONENT IN CORNER 
- STANDING, FACING OPPONENT 
Repeated Kicks to Ribs Square 


Climb Turnbuckle and Pummel 
Triangle 


Splash Circle ’ 

Flying Head Scissors left,left, Square 
Monkey Flip left,left, Triangle ~~ 
Swinging DDT lefi,left,Circie 
Hurricanranna left,right,up,Square 
Superplex up,left,down, Triangle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Siam left,Circle 


- RUNNING 
Avalanche Square or Triangle or Circle 


- OPPONENT LYING ON GROUND 
Kamikaze Headbutt 
Square or Triangle or Circle 
Somersault Senton Splash 
Square+X 


’ Splash Triangle+Circle 


Shooting Star Press* 
up,up,Square+Circle 
Moonsault X 


- OPPONENT STANDING 
Forearm Smash 

Square or Triangle or Circle 
Hurricanranna Square+X 
Torpedo Dropkick Triangle+Circle 
Wheel Kick left,left, Square+Circle 
Sunset Flip Triangle+Square+Circle 


» FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Kamikaze Headbutt 


Square or Triangle or Circle 


- Somersault Senton Splash 


: Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 
Forearm Smash 

Square or Triangle or Circle 
Hurricanranna Square+X 


| Torpedo Dropkick Triangle+Circle 


NINTENDO 64 


Abdominal Stretch left,down,B 
Arm Drag* up,up,8 
Overrhead Belly-Beilly Supiex ~ 
left,left,Left C 
Double Underhook Suplex* 
down,down,Left C 
Flying Head Scissors left,left,A 
Drop Toe Hold* down,down,A 
Hurricanranna* feft,right,up,A 
Gut Wrench Power Bomb left,right,B 


» Japanese Arm Drag* down,down,B 


Fisherman’s Suplex* up,up,Left C 
Side Belly-Belly Suplex teft,up,B 
Small Package left,up,Left C 
Snap Mare left,down,A 


* FROMTHE TIE-UP 
Arm 0 


Neck Breaker B 

Side Belly-Belly Suplex Left C 

Gut Wrench Power Bomb lefi,A 

Samoan Drop left,B 

Vertical Suplex feft,Left C 

Overhead Belly-Belly Supiex 
Bias 2 eens eee es. Jett up, A 

Piledriver up,down,B 

Double Underhook Suplex 
Bee oe up,down,Left C 


Cross Face Chicken Wing 

; AorB or Left C 
Atomic Drop ieft,left,A 
Belly-Back Supiex ieft,left,B 
Victory Roll left,left,Left C. 
German. Suplex* left,left,up,Left C 


*RUNNING ATTACK -— . - 


Spinnin Heel Kick A 
Clothesline 8 


Flying Forearm Left C 
Hurricanranna A+Down C 


* ATTACK VS. RUNNING 


Drop Kick A 
Back Body Drop 8B 


Belly-Belly Supiex LeftC. 
Hurricanranna up,A 


- STANDING. 
Stomp A 


Falling Headbutt down,A 
Elbow Drop B 
Splash down,B 


» RUNNING 


Knee Drop A 
Fist Drop B 
Falling Headbutt Left C 


OWEN HART 


~ STARTING AT LEGS 

Surfboard left,left,A 

Leg Grapevine left,right,A 

Wishbone Leg Splitter up,down,A 

Reverse Indian Deathlock 

left,right,up,A 

Inverted STF up,left,up,A 

SHARP SHOOTER: = =— 
left,left,up,A+Down C 


- STARTING AT HEAD 

Arm Wrench lefi,left,B 

Rear Chin Lock left,right,B- 
Leg Lock Chokehold up,down,B 


* OPPONENT. IN. CORNER 


- STANDING, FACING OPPONENT 
Repeated Kicks to Ribs A 


Climb Turnbuckle and Pummel B 
Splash Left C a 
Flying Head Scissors left,left,A 
Monkey Filp ieft,left,B 
Swinging DDT left,left,Left C- 
Hurricanranna left,right,up,A 
Superpiex up,left;,down,B 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

“Aor B or Left C 
Pump Handle Slam. left,Left C 


- RUNNING | 
Avalanche A or B or Left C 


+ FROM THE TOP TUBRNBUCKLE 


- OPPONENT LYING ON GROUND 
Kamikaze Headbutt A or B or Left C 


Somersault Senton Splash . : 
ae A+Down GC 
Splash B+leftC° = 
Shooting Star Press* up,up,A+LeftC - 
Moonsault Down C- BER 


« OPPONENT STANDING 
Forearm Smash Aor 8 or Left C 
Hurricanranna A+Down C 
Torpedo Dropkick B+Left C 
Wheel Kick loit,left,A+Left C 
Sunset Flip B+A+Left C: 


» FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Kamikaze Headbutt A or B or Left C 


Somersault Senton Splash 
A+Down C 


Splash B+Left 


- OPPONENT STANDING 
Forearm Smash Aor B or Left C 
Hurricanranna A+DownC 
Torpedo Dropkick B+Left C - 


TMA 


Weight: 275 pounds 
Height: 6°5" 

From: The South Pacific 
Favorite Quote: “Know Your Role!” 
Finishing Move: The Rock Bottom 


_ GAME STATS 


Strength 
Toughness 
Speed 
Recovery 
Charisma 


wanda ni 


WRESTLER BID | 


Rocky Maivia, the self-prociaimed “Ruler of the Nation of 
Domination”, is a third-generation superstar with immea- 
surable athleticism — and cockiness to boot! After grad- 
uating as an All-American football star from the 
University of Miami, Maivia entered the World Wrestling 
Federation and quickly became the Intercontinental 
Champion. 

After fans’ opinion of Rocky soured, Maivia turned his 
back on the masses and joined the Nation of 
Domination. However, egos would soon clash when “The 
Rock” began to undermine Faarooq's leadership of the 
faction. Following months of friction between the two 
superstars, Maivia ordered the rest of the Nation to bru- 
tally attack their former leader! Now, the Nation takes 
orders from “The Rock”! 


TIPS 


In the ring, the Rock is a model athlete. His conditioning is 
superb and he only admits new maneuvers to his reper- 
toire after he has mastered them. He works a basic 
ground game but should liberally mix in a blend of Drop 
Kicks and air attacks, since he has a high likelihood of 
success, The Rock, despite his fondness for throwing 
punches, has a below-average striking ability, but he’s 
fast, his Shoulderbreaker is “rock” solid and his head-and- 
arm suplex, known as The Rock Bottom, has buried many 
opponents. Use it wisely. 


BUTTON COMBOS 


PLAYSTATION 


 * FROM STARTING POSITION 


Front Face DDT left Tight, Triangle 
Arm Drag* up,up, Triangl le 
Drop Toe Hold* down,down,Square 
Hurricanranna |eft,right,up,Square 
. Headiock Takedown left,ieft,Circle 
1 | Japanese Arm Drag* 
.*-- down,down, Triangle 

: i | Overhead Belly-Belly Suplex 

| left,up,Circle 
| Samoan Drop* left,up, Triangle 
: Side alli-Delty Suplex* 
“<-- left,down,Square 
| # iain cieificaline up, up, Circle 

| Shoulder Breaker* left,down, Triangle 
@ Spinebuster up,down, Triangle 

| Laying the Smack Down* 
| left,right,up, Triangle 
, ROCK BOTTOM’... 
, left,ieft,up, Tangle+Circle 


j + FROM THE TIE-UP 


Arm Drag Square 
Shoulder Broaker Triangle 


DDT Circle 
Side Belly-Belly Suplex left,Square 
inverted Atomic Drop left, Triangle 
Sidewalk Slam left,Circle 
Double Underhook Suplex 
left,down,Square 
“Brainbuster left,right, Triangle 
Piledriver up,down,Circle 


NG *’FROM BEHIND 
Cross Face Chicken Wing. - 


Square or Triangle or Circle 
Pump Handle Slam left,left, Square 


Reverse DDT left,left, Triangle 
Victory Roll Seft,left,Circle 
‘Belly-Back Suplex left,up,right,Circle 


| -® RUNNING ATTACK 
Drop Kick Square 
Clothesline Triangle 


Crucifix Circle 
Hurricanranna Triangle+Circle 


Le ATTACK VS, RUNNING 


Drop Kick Square 
Back Body Drop Triangle 
ee Slam Circle 
Hurricanranna up,Square 


- STAND! 
| Leg Drop Nat side) Square 
Stomp Square 
| Falling Headbutt down,Square 
| Splash down,Triangle 
| Fist Drop Triangle 


ee Drop Square or Triangle 
ish Circle 


* GROUND HOLDS 
- STARTING AT LEGS 
Elbow Drop onto Leg left,left, Square 


Spinning Toe Hold teft,right, Square 
Inverted STF up,down,Square 
STF up,down,up,Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Reverse Chinlock left,right, Triangle 
Short Arm Scissor up,down, Triangle 


_ * OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot Square 


Climb Turnbuckle and Pummel 
Triangle 

Splash Circle 

Flying Head Scissors left,left,Square 

Swinging DDT left,left, Triangle 

Belly-Belly Suplex left,lefi,Circle 

Hurricanranna left,right,up,Square 

Top Rope Superplex 

left,up, right, Triangle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


- RUNNING 
Avalanche Square or Triangle or Circle 


* FROM THE TOP TURNSUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Fist Drop Triangle+Circle 
Knee Drop Square+X 
Splash left,left, Triangle+Square 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Clothesline Square+X 

Shoulder Tackle Triangle+Circle 
Body Press* up,left,Circle+X 


* FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Knee Drop Square+X 
Fist Drop Triangle+Circle 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Clothesline Square+X 

Shoulder Tackle Triangle+Circle 


NINTENDO 


- © FROM STARTING POSITION | 
Front Face DDT left,right,B 

Arm Drag* up,up,B 
Drop Toe Hold* down,down,A 


| Hurricanranna left,right,up,A _ 


Headiock Takedown left,left,Left C 

Japanese Arm Drag* down,down,B 

Overhead Belly-Belly Suplex 
left,up,Left C 

Samoan Drop* teft,up,B 

Side Belly-Belly Supiex* jeft,down,A 

Short-Arm Clothesline up,up,Left C 

Shoulder Breaker* left,down,B 

Spinebuster up,down,B 

Laying the Smack Down* 


left,right,up,B 
ROCK BOTTOM 
left,left,up,B+Left C 


* FROM THE TIE- UP 


Arm Drag A 


» Shoulder Breaker B 


DDT Left C 

Side Belly-Belly Suplex left,A 
inverted Atomic Drop ieft,B 
Sidewalk Slam left,Left C 
Double Underhook Suplex 


Brainbuster |eft,right,B 
Piledriver up,down,Left C 


- FROM BEHIND 


Cross Face Chicken Wing 

Aor B or Left C 
Pump Handle Stam left,ieft,A 
Reverse DDT left,jeft,B - 
Victory Roll left,left,Left C 
Belly-Back Suplex Jeft,up,right,Left C 


« RUNNING ATTACK 


Drop Kick A 
Clothesline B. 
Crucifix LeftC 
Hurricanranna 8+Left C 


Drop Kick A : 
Back Body Drop B 
Power Slam Left C 
Hurricanranna up,A 


ROCKY MAIVIA 


‘left,down,A: . 


*GROUND.HITS._ 
- STANDING 
Leg Drop (at side) A 
Stomp A 
Falling Headbutt down,A 
Splash down,B 
Fist Drop B 


- RUNNING 

Leg Drop (at side) A 
Knee Drop AorB 
Splash Left C 


*GROUND HOLDS 
- STARTING AT LEGS 
Elbow Drop onto Leg left,left,A 


Spinning Toe Hold left,right,A 
inverted STF up,down,A 

STF up,down,up,A 

- STARTING AT HEAD 

Arm Wrench left,left,B 
Reverse Chinlock left,right,B 
Short Arm Scissor up,down,B 


 sOPPONENTINCORNER 


- STANDING, FACING OPPONENT — 
Choke with Boot A 


Climb Turnbuckle and Pummet B 
Splash LeftC” 

Flying Head Scissors left,left,A 
Swinging DDT leftjef,B °°, 
Belly-Belly Suplex left,left,Left C 
Hurricanranna left,rightup,A 
Top Rope Superplex left up,right, B 


- FROM BEHIND OPPONENT 

Smash Head Into Turnbuckle 
AorB or Left C 

Pump Handle Siam leit,Left C 


- RUNNING 
Avalanche A or B or Left C 


* FROM THE TOP TURNBUCKLE 


~ OPPONENT LYING ON GROUND — 
Elbow Drop Aor B or Left C © 


Fist Drop B+Left C 
Knee Drop A+Down C 
Splash lefi,left,B+A 


- OPPONENT STANDING 

Drop Kick Aor.B or Left C 
Clothesline A+Down C 

Shoulder Tackle B+LeftC’ =~ 
Body Press* up,left,Left C+Down C 


-« FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Elbow Drop AorBorLeftC 


Knee Drop A+Down C ° 
Fist Drop B+Left C 


- OPPONENT STANDING 
Drop Kick Aor-B or Left C 


‘Clothesline A+Down C 


Shoulder Tackie B+Left C 


PT) CHAPTER ONE | 


Height: 

Weight: 287 Ibs. 

From: The Boiler Room, Truth or 
Consequences, NM. etc. 

Finishing Move: Mandible Claw 
(Mankind), Double-Arm DDT (Dude 
Love and Cactus Jack) 

Famous Words: “Have a nice day!” 
“Bang-bang!” 


CAME STATS 
Strength 5 
Toughness 9 
Speed 4 
Recovery 7 
Charisma 5 

WRESTLER BIO 


Although he ranks right up there with the Undertaker as one of the 
most bizarre characters in the annals of pro wrestling, Mankind turned 
out to be a turning point for the man behind the mask. Mick Foley 
grew up in the New York area as o maniacal World Wrestling 
Federation fan and wanted to be a wrestler ever since he discovered 
the sport. He started out in the business under his own name, but took 
the ring name “Cactus Jack” and, through the late "80s and early "90s, 
made himself a hardcore legend. He fought in explosive barbed-wire 
matches, took insane bumps and falls and mutilated his body terribly 
over the years. The hardcore legend of Cactus Jack grew uniil i! 
reached critical mass with Foley’s arrival at the Big Show. Mankind 
suggested a man driven by demons of his own creation and tormented 
by desires which could never be attained. 

Foley has now wrestied in the World Wrestling Federation as Mankind, 
Dude Love and Coctus Jack, The latest stage in the ongoing metamor- 
phosis of Mick Foley has been a return to his Dude Love persona. But 
we're certain Mankind is always lurking in the boiler room of Mick 
Foley's overcrowded mind. 

Monkind's finisher, the Mandible Claw, was actually invented back in 
the ’50s by Or, Sam Shephard. In the real-life case that inspired the TV 
series and film The Fugitive, Shephard was accused of murdering his 
wife but was found innocent. He then briefly became a pro wrestler 
and bosed the Mandible Claw on his knowledge that the softest tissue 
in the human body is found just beneath the tongue. 


TIPS 


He's no flyer, but Mankind will take incredible risks. He 
has above average striking ability, is extremely aggres- 
sive and strong. His many injuries have greatly reduced 
his agility, however, and he was never fast. But his ability 
— some might say his desire — to absorb punishment 
makes him a formidable adversary, and his Mandible 
Claw is among the most feared finishers in pro wrestling. 


BUTTON COMBOS 


~ PLAYSTATION 


Bey Slam left,up,Circie 
Clothesline up,up,Tiiangle — . 


Cobra Clutch up,up,Circle 
DDT left,down,Square 
Front Backbreaker left,right,Circle 
Gut Wrench Power Bomb 
left, right, Triangle 
Hiptoss up,down,Square 
, Kneebreaker left,down,Circle 
bon Drag up, Se 


_M st 


en Breaker left, down “THangle 
Samoan Drop left,up, Triangle 
Side Belly-Belly Suplex 
up,down, Circle 
Single-Arm DDT left up, Square 


pape Square 

Triangle 
Side Belly-Belly Suplex Circle 
Samoan Drop left,Square 
Inverted Atomic Drop feft,Triangle 
Vertical Suplex lefi,Circle 
Brainbuster |eft,right, Square 
Power Bomb ieft,down, Triangle 
Piledriver get »UP, Circle 


MaAWInRiIE SSARILINIM\ 


were wv 


* FROM BEHIND 


Nerve Hold Square or Triangle or Circle 
Cross-Face Chicken Wing 


left,left, Square 
Reverse DDT left,left, Triangle 
Side Slam left,Jeft,up,Circle 


¢ RUNNING ATTACK 


sthesline Triangle 
Spinning Neck Breaker Square 


Tackle with Punches | Circle ; 


_ * ATTACK VS. RUNNING 
Drop Toe Hold Square 
Back Body Drop Triangle 
Arm Drag Circle 
-Powersiam up,Circle 


« GROUND HITS 


- Stand 

2G Bron (at side) Square 
Stomp Square 
Elbow Drop Triangle 
Knee Drop* down,Square 


- RUNNING 
ee Drop Square 
‘Drop Triangle f 
Falling Headbutt Circle 


* GROUND HOLDS 
- STARTING AT LEGS 
Elbow Drop onto Leg left,left, Square 


Leg Grapevine left,right,Square 
Headbutt to Groin up,down,Square 
Reverse Indian Deathiock 

left, right,up, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Knee to Back left,right, Triangle 
Painkiller up,down, Triangle 

j ; 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Kick in Corner Square 


Forearm Smashes Triangle 
Charging Shoulder Circle 
Swinging DDT eft,left, Square 
Tree of Woe left,left, Triangle 

Top Rope Superplex eft,left,Circle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Stam left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


» FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Splash Triangle+Circle or Square+X 
Somersault Senton Splash* 
up,up, Triangle+Square 


- OPPONENT STANDING 
Axe Handle Smash 

Square or Triangle or Circle 
Bionic Elbow Square+X 
Clothesline Triangle+Circle 
Forearm Smash* up,up,Circle+X 


* FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 


Driving Eibow Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 
Axe Handle Smash 
Square or Triangle or Circle 
Bionic Elbow Square+X 
Clothesline Triangle+Circle 


NINTENDO 64 


Bedy Stam left,up, ret C 
Clothesline up,up,B 


Cobra Clutch up,up,Left C 

DDT ieft,down,A 

Front Backbreaker left,right,Léfi C 
Gut Wrench Power Bomb Ieft,right,B 
Hiptoss up,down,A 

Kneebreaker left,down,Left C 

Leg Drag up,up,A 


Neck Breaker left,down,B 

Samoan Drop left,up,B 

Side Belly-Belly Suplex 
up,down,Left C 

Single-Arm DDT left,up,A 


Hiptoss A 

DDT B 

Side Belly-Belly Suplex Left C 
Samoan Drop left.A 

inverted Atomic Drop Jfeft,B 
Vertical Suplex left,Left C 
Brainbuster left,right,A 


Power Bomb left,down,B 
Piledriver left,up,Left C 


Nerve Hold Aor B or Left C 
Cross-Face Chicken Wing left,left,A 


Reverse DDT left,ieft,B 
Side Slam left, left,up, Left Cc 


Clothesline B 
Spinning Neck Breaker A 


Tackle with Punches Left C 


oe Back sae A 


Back Body Drop B 
Arm Drag Left C 
Powersiam up,Left C 


MANKIND, CACTUS JACK, DUDE LOVE 


- STANDING 

Leg Drop (at side) A 
Stomp A 

Elbow Drop B 

Knee Drop* down,A 


- RUNNING 

Knee Drop A 

Fist Drop B 

Falling Headbutt Left C 


- STARTING AT LEGS 

Elbow Drop onto Leg left,left,A 

Leg Grapevine ieft,right,A 

Headbutt to Groin up,down,A 

Reverse Indian Deathiock 
lefi,right,up,A 

- STARTING AT HEAD 

Arm Wrench left,left,B 

Knee to Back feft,right,B 

Painkiller up,down,B 


- STANDING, FACING OPPONENT 
Kick in Corner A 


Forearm Smashes 8 

Charging Shoulder Left C 
Swinging DDT left,left,A 

Tree of Woe left, left,B 

Top Rope Superplex left,left,Left C 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Aor B or Left C 
Pump Handle Siam left,Left C 


- RUNNING 
Clothesline Aor B or Left C 


- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C 


Splash B+Left C or A+Down C 
Somersault Senton Splash* 
up,up,B+A 


- OPPONENT STANDING 
Axe Handle Smash A or 8 or Left C 
Bionic Elbow A+Down C 
Clothesline B+Left C 
Forearm Smash* 

up,up,Left C+Down C 


~ OPPONENT LYING ON GROUND 
Elbow Drop AorB or LeftC 


Driving Elbow A+Down C 
Splash B+Left C 


- OPPONENT STANDING 

Axe Handie Smash A or B or Left C 
Bionic Elbow A+Down C 
Clothesline B+Left C 


py CHAPTER ONE 


” 


Ht: 6°11" 

Wt: 246 Ibs. 

From: Mosh pits across America 
Favorite Quote: “Pierce This!” 
Finishing Move: The Mosh Pit 


CAME STATS 
Strength 5 
Toughness 6 
Speed 8 
Recovery 5 
Charisma 6 

WRESTLER BID 


Mosh and Thrasher, the Headbangers, spend their days 
breaking bones in the ring, and moshing in the pits of 
heavy metal concerts in the evening. After attending 
more Pantera, Sepultura and Marilyn Manson concerts 
than humanly necessary, this duo incorporated slam 
dancing into their matches. And thus far it’s worked 
wonders for them! Their former reign as the World 
Wrestling Federation Tag Team Champions is a testament 
fo that fact. 

This team may look small in comparison to the other 
monsters walking the Federation, but don’t let their looks 
fool you for a moment! Mosh and Thrasher have proven 
themselves in the Federation by taking its best to the limit. 


TIPS 


They aren't big and they don't have tremendous power to 
back them up, but the Headbangers are relentless, 
aggressive and fearless. They can fly, they're agile and 
they're fast, a combination that has allowed to work well 
both individually and as a team. 


BUTTON 


PLAYSTATION 


* FROM STARTING POSITION 


Front-Face DDT left,right, Triangle 
Arm Drag up,up,Triangle 
Crucifix left,up,Circle 
Double Underhook Suplex 
left, right,Circle 
| Flying Head Scissors left,up,Square 
Drop Toe Hold down,down,Square 
@ Gut Wrench left,up, Triangle 
| Hiptoss up,down,Circle 
| Japanese Arm Drag 
down,down, Triangle 
Knee to Face up,down,Square 
Kneebreaker left,down,Circle 
) Leg Drag left,left,Square 
Neck Breaker up,up,Circle 
Reverse Pain Killer \eft,down,Square 
Verticai Suplex left,left, Triangle 


* FROM THE TIE-UP 


Hiptoss Square 
Neck Breaker Triangle 


Gut Wrench Power Bomb Circle 
| Sidewalk Slam left,Square 
Samoan Drop left, Triangle 
Vertical Suplex left,Circle 
Brainbuster* lefi,up,Square 
' Double Underhook Suplex 
left, right, Triangle 
: Power Bomb” left,down,Circle 


* FROM BEHIND 
| Neck Breaker 


|. ‘- Square or Triangle or Circle 
; Pump Handle Siam left,left,Square 


| Reverse DDT left,left, Triangle 
| Victory Roll left,left,Circle 
; German Suplex’ left,left,up,Circle 


* RUNNING ATTACK 


{ Ae Neck Breaker Square 
Clothesline Triangle 


Tackle with Punches Circle 


* ATTACK VS, RUNNING 


; Drop Kick Square __ 
)} Back Body Drop Triangle 
Powerslam Circle 
i Sidewalk Slam left, Triangle 


_ * GROUND HITS 


- STANDING 
' Knee Drop* down,Square 


| Stomp Square 

Standing Moonsaulit (at side)* 
— - a down, Triangle 
| Elbow Drop Triangle 


_- RUNNING 

fm Knee Drop Square 
i Drop Triangle 
‘Splash Circle 


+ GROUND HOLDS 
- STARTING AT LEGS 
Elbow Drop onto Leg left,left,Square 
Leg Grapevine left,right,Square 
Elbow to Groin up,down,Square 
Wishbone Leg Splitter 
left,up,down, Square 


- STARTING AT HEAD 

Rear Chin Lock left,left, Triangle 
Leg Lock Chokehold 

left, right, Triangle 

Painkiller up,down, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest chop Square or Triangle 


Splash Circle 

Monkey Flip left,left, Square 

Belly-Beily Suplex left,left, Triangle 

Top Rope Superplex left,left,Circle 

Hurricanranna’* 
left,right,down,Square 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Slam left,Circle 


- RUNNING 
Charging Butt Bump 
Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 
- OPPONENT LYING ON GROUND 
Kamikaze Headbutt 


Square or Triangle or Circle 
Driving Elbow Square+X 
Splash Triangle+Circle 
Somersault Senton Splash 
up,up, Triangle+Square 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Body Press (in front of opponent) 
Square+X 
Shoulder Tackle Triangle+Circle 
Hurricanranna |eft,right,Square+Circle 
THE MOSH PIT" 
ieft,right,up, Circle+X 
Moonsault X 


e FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Kamikaze Headbutt 


Square or Triangle or Circle 
Driving Elbow Square+X 
Splash Triangle+Circle 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Body Press Square+X 9 °° 
Shoulder Tackle Triangle+Circle 


_» FROM STARTING POSITION ©. 

Front-Face DDT left,right,B 

Arm Drag up,up,B 

Crucifix teft,up,Left C 

Double Underhook Suplex 
left,right,Left C 

Flying Head Scissors ieft,up,A 

Drop Toe Hold down,down,A 

Gut Wrench left,up,B 

Hiptoss up,down,Left C 

Japanese Arm Drag down,down,B 

Knee to Face up,down,A 

Kneebreaker left,down,Left C 

Leg Drag left,left,A 

Neck Breaker up,up,Left C 


| Reverse Pain Killer left,down,A 


Vertical Suplex eft,left,B 


*FROM THETIEUP =~ 


Hiptoss A 
Neck Breaker B 


= Gut Wrench Power Bomb Left C 


Sidewalk Slam left,A 
Samoan Drop left,B 
Vertical Suplex lefi,Left C 
Brainbuster* left,up,A 
Double Underhook Suplex 

left, right,B 
Power Bomb* left,down,Left C 


- FROM BERING . 


Neck Breaker Aor B or Left C 


| Pump Handle Siam left,left,A 


Reverse DDT left,left,B 
Victory Roll left,teft,Left C 
German Suplex* jeft,left,up,Left C 


* RUNNING ATTACK © 


peat Neck Breaker A 
Clothesline B= 
Tackie with Punches Left C 


* ATTACK VS. RUNNING 
Kick A 


Dro 


| Back Body Drop B 


Powerslam Left C 
Sidewalk Siam left,B 


GROUND HITS 


-STANDING = 

Knee Drop* down,A 

Stomp A 2722 

Standing Moonsault (at side)* 
a oe coe: CowniB 


Elbow Drop B 


»» RUNNING 
Knee Drop A 
Fist Drop B 
Splash Left CG. ~ 


"GROUND HOLDS 
- STARTING AT LEGS 
Elbow Drop onto Leg left,left,A 


Leg Grapevine left,right,A 
Elbow to Groin up,down,A 
Wishbone Leg Splitter 

left,up,down,A 


- STARTING AT HEAD 

Rear Chin Lock left,left,B 

Leg Lock Chokehold left,right,B 
Painkiller up,down,B 


*OPPONENTIN CORNER ~ 


- STANDING, FACING OPPONENT 
Chest chop AorB 


Splash Left C 

Monkey Flip left,left,A 

Belly-Belly Suplex left,left,B 

Top Rope Superplex ieft,left,_eft C 
Hurricanranna’ ieft,right,down,A 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Aor B or Left C 
Pump Handle Siam left,Left C 


-RUNNING = 7 
Charging Butt Bump Aor B or Left C 


+ FROM THE TOP TURNBUCKLE 


~ OPPONENT LYING ON GROUND 
Kamikaze Headbutt A or B or Left C 


Driving Elbow A+Down C 
Splash B+Left C 


. Somersault Senton Splash 


up,up,B+A 
- OPPONENT STANDING _ a 


_ Drop Kick A or B or Left C 


Body Press (in front of opponent) 
“> .At+Down C 
Shoulder Tackle B+Left C 
Hurricanranna left,right,A+Left C 
THE MOSH PIT* 
feft,right,up, Left CeDown C 
Moonsault Down G 


* FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Kamikaze Headbutt A or B or Left C 


Driving Elbow A+Down CG. 


Splash BtLefiC 


| - OPPONENT STANDING 


Drop Kick A or B or Left C 
Body Press A+DownC  _ 
Shoulder Tackle B+Left C - 


py CHAPTER ONE 


Ht: 6'2° 

Wt: 246 Ibs. 

From: Mosh pits across America 
Favorite Quote: “Pierce This!” 
Finishing Move: Somersault Leg Drop 


GAME STATS | 
Strength 4 
Toughness 5 
Speed 9 
Recovery 5 
Charisma 7 
WRESTLER BIO 


Mosh and Thrasher, the Headbangers, spend their days 
breaking bones in the ring, and moshing in the pits of 
heavy metal concerts in the evening. After attending 
more Pantera, Sepultura and Marilyn Manson concerts 
than humanly necessary, this duo incorporated slam 
dancing into their matches. And thus far it's worked 
wonders for them! Their former reign as the World 
Wrestling Federation Tag Team Champions is a testament 
to that fact. 

This team may look small in comparison to the other 
monsters walking the Federation, but don't let their looks 
fool you for a moment! Mosh and Thrasher have proven 
themselves in the Federation by taking its best to the limit. 


(TS TT | 


They aren't big and they don't have tremendous power to 
back them up, but the Headbangers are relentless, 
aggressive and fearless. They can fly, they're agile and 
they're fast, a combination that has allowed to work well 
both individually and as a team. 


' 


BUTTON COMBOS 


_ PLAYSTATION 


+ FROM STARTING POSITION 


Front Face DDT left,right, Triangle 
Arm Wrench left,up, Triangle 
Crucifix* left,up,Circle 

Drop Toe Hold* down,down,Square 
Fireman’s Carry left,right, Square 


’ Hurricanranna’ lett,right,up,Square 
. Headlock Takedown* 


i 


left,down, Triangle 
_ Japanese Arm Drag* 
down,down, Triangle 


Overhead Belly-Belly Si Suplex 


up,down, Circie 


) Reverse Painkilier* left,down,Square 
} Sidewalk Slam* left,down,Circle 

f Single-Arm DDT* left,up,Square 

* Spinebuster left,right,Circle 


| 
i Square 


Neck Breaker Triangle 

Inverted Atomic Drop Circle 

Fisherman’s Suplex left,Square 

Side Siam left, Triangle 

Samoan Drop left,Circle 

Northern pants Suplex* 
left,down,Square 

Sidewalk Siam _left,up, Triangle 

Brainbuster left,up,Circle 


* FROM BEHIND 


Russian Leg Sweep 
Square or Triangle or Circle 


i | Neck Breaker left,left,Square 
. Reverse DDT left,left, Triangle 


Side Slam lefi,left,Circle 


Belly-Back Suplex left,up,right,Circie 


+ RUNNING ATTACK 


Clothesline Circle or Triangle 
Flying Forearm Square 
Spinning Neck Breaker Circle 


«ATTACK VS. RUNNING 


Drop Kick Square 
Powerslam Triangle 
Spinebuster Circle 
Hurricanranna up,Square 


* GROUND HITS 
- STANDING 


_Leg Drop (at side) Square 


Stomp Square 
Fist Drop Triangle 
Standing Moonsault (at side)* 
down, Triangle 


‘Knee Drop* down, Triangle 


:. RUNNING 


Leg Drop (at side) Square 


nee Drop Square or Triangle or Circle | 


* GROUND HOLDS 


- STARTING AT LEGS 
Etbow to Groin left,left, Square 
Reverse Indian Deathlock 

left,right, Square 
STF up,down,Square 
Boston Crab left,down,right, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 

Leg Lock Chokehoid 

left,right, Triangle 

Short-Arm Scissor up,down, Triangle 


* OPPONENT IN CORNER 
- STANDING, FACING OPPONENT 
Chest Chop Square or Triangle 
Splash Circle 
Flying Head Scissors left,left,Square 
Hurricanranna left,left, Triangle 
Swinging DDT left,left,Circle 
Superpiex* left,down, right, Triangle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


- RUNNING 
Charging Butt Bump 
Square or Triangle or Circle 


- FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop 
Square or Triangle or Circle 
Leg Drop Square+X 
Somersauit Senton Splash 
Triangle+Circle 
SOMERSAULT LEG DROP* 
left,up,up, Triangle+Square 
Shooting Star Press* 
up,up,Square+Circle 


- OPPONENT STANDING 
Axe Handle Smash 

Square or Triangle or Circle 
Body Press Square+X 
Torpedo Dropkick Square+X 
Sunset Flip Triangle+Circle 
Hurricanranna’* left,up,Square+Circle 


+ FROM THE RING APRON 
- OPPONENT LYING ON GROUND 
Elbow Drop Square or Triangle or Circle 
Leg Drop Square+X 
aia Senton Splash 
: - Triangle+Circle 


- OPPONENT STANDING 
Axe Handle Smash 
Square or Triangle or Circle 
Body Press Square+X 
Torpedo Dropkick Triangle+Circle | 


' * FROM STARTING POSITION _ 
Front Face DDT left,right,B 
Arm Wrench left .up,B 


Crucifix* lefi,up,Left C 
Drop Toe Hold* down,down,A 
Fireman's Carry feft,right,A 
Hurricanranna”® feft,right,up,A 
Headlock Takedown” left,down,B 
Japanese Arm Drag* down,down,8 
Overhead Belly-Belly Suplex 
up,down,Left C 
Reverse Painkiller* left,down,A 
Sidewalk Slam’ left,down,Left C 
Single-Arm DDT" left,up,A 
Spinebuster feft,right,Left C 


| *FROMTHETIE-UP 


Hiptoss A 
Neck Breaker B 


Inverted Atomic Drop Left C 
Fisherman’s Suplex !eft,A 

Side Siam ieft,B 

Samoan Drop left,Left C 

Northern Lights congas left down, A 
Sidewalk Slam left,up,B ‘ 
Brainbuster left,up,Left C 


= FROM BEHIND 


Russian Leg Sweep Aor B or Left C 
Neck Breaker Jeft,left, 


Reverse DDT left,jeft,B 
Side Siam left,left,Left C: 


Belly-Back Suplex {eft,up,right,Left C_ 


: * RUNNING ATTACK 


| Clothesline Left C or B 


Flying forearm A 
=o Neck Breaker Left C 


* ATTACK VS. RUNNING 


Spinebuster Left C 


| Hurricanranna up,A 


° Cae HITS 


- STAN 
Les Ore Op Nat side) A 
Stomp A 
Fist Drop B 
Standing heim * side)’ 
. down,B 


Knee Drop* hewn B 


- RUNNING 
Leg Drop (at side) A 
Knee Drop Aor B or LeftC 


THRASHER 


é *GROUNDHOLDS ._* 


- STARTING AT LEGS 
Elbow to Groin ieft,left,A 


Reverse indian Deathiock Jeft,right,A 
STF up,down,A 
Boston Crab left,down,right,A 


- STARTING AT HEAD 

Arm Wrench left,left,B 

Leg Lock Chokehoid left,right,B 
Short-Arm Scissor up,down,B 


_* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Chest Chop ‘AorB 


Splash Left.C_ 
Flying Head Scissors lefi,left,A 
Hurricanranna left,left,B 
Swinging DDT left,left,Left C 
Superplex’ left,down,right,B 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckie 

Aor 8 or Left C 
Pump Handie Slam left,Left C 


~ RUNNING 
Charging Butt Bump Aor 5 or Left C 


« FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Elbow Drop Aor B or Left C 


Leg Drop A+Down C 
Somersault Senton Splash Béteft Cc 
SOMERSAULT LEG DROP* 

: left,up,up,B+A 
Shooting Star Press* veup, Aron Cc 


- OPPONENT STANDING 

Axe Handle Smash A or B or Left G 
Body Press. A+Down C 

Torpedo Dropkick A+Down C 
Sunset Flip B+Left C 
Hurricanranna* left, up,AtLeft c. 


* FROM THE RING APRON 


- OPPONENT LYING Sait GROUND 
Elbow Drop Aor B or Le 


Leg Drop A+Down C 
Somersault Senton on Blof c 


- OPPONENT STANDING 

Axe Handle Smash A or B or Left c 
Body Press A+DownC 
Torpedo Dropkick B+Left C 


Cy pp SHAPTER ONE 


TMs 


From: Calgary, Alberta, Canada 

Finishing Move: Sharp Shooter 

Current Status: No longer with the WWF 
| Famous Words: “!'m the best there is, 

the best there was. and the best there 
| ever will be!” 


GAME STATS 


Strength 

' Toughness 
Speed 
Recovery 
Charisma 


oumno 


WRESTLER BIO 


There is no pro wrestler with more in-ring credibility than 
the Hit man Bret Hart. Son of the legendary Stu Hart, Bret 
learned the ropes in his dad's Calgary basement, known 
as “the Dungeon” (also the training ground for everyone 
from Owen Hart to the British Bulldogs). 

Bret first came to the attention of the fans as one half 
of the original Hart Foundation with brother-in-law Jim 
“The Anvil” Neidhart and manager Jimmy “The Mouth of 
the South” Hart (who was no relation). The tag team was 
one of the dominant forces during the World Wrestling 
Federation's international breakthrough in the mid to 
late-’8Os. But when the tandem decided to opt for solo 
careers, it was Bret whose star rose farthest and fastest. 

Hart is one of the soundest, most well-versed techni- 
cians in the history of the sport. His mat work, transitions, 
and chain wrestling is textbook and the Sharp Shooter is 
a sureshot submission move. 


TIPS 


While slightly below average in size, Bret has a well-bal- 
anced attack that serves him well. He can take to the air 
on occasion and is o master at stringing moves together. 
He is the most agile wrestler in the game — along with 
Shawn Michaels — and one of the fastest. Not tremen- 
dously powerful, he is a wrestler rather than a strongman 
and must rely on wrestling to win his matches. 


BUTTON 


PLAYSTATION 


Body Siam left,down,Circle 
Clothesline left,up,Square 


Crucifix left,left,Square 
Fireman’s Carry* down,down,Square 
Drop Toe Hold* down,down, Triangle 
Hiptoss* up,up,Square 
Kneebreaker left,right,Circle 
Leg Drag left,down,Square 
Overhead Belly-Belly Suplex 

left, left, Triangle 
Samoan Drop left,up, Triangle 
Small Package* down,down,Circle 
Spinebuster up,down,Circle 
Vertical Suplex up,down, Triangle 


e FROM THE TIE-UP 


Hiptoss Square 

Top Wristlock Triangle 

Atomic Drop Circle 

Neck Breaker left,Square 
inverted Atomic Drop left, Triangle 
Northern Lights Suplex left,Circle 
Samoan Drop left,right, Square 
Piledriver {eft,up, Triangle 

Side Back Breaker left,left,Circle 
Whip left,left,x 


* FROM BEHIND 
Cross-Face Chicken Wing 


Square or Triangle or Circle 
Russian Leg Sweep left,left, Square 


Atomic Drop left,left, Triangle 
German Suplex left,left,up,Circle 


* RUNNING ATTACK 


Crucifix Triangle+Circle 

Drop Kick Square 

Hart Attack Triangle 
Spinning Neck Breaker Circle 


* ATTACK VS. RUNNING 


Drop Kick Square 
Clothesline Triangle 


Drop Toe Hold Circle 
Powerslam_ up,Circle 


«GROUND HITS" 
-STANDING == 
Driving Elbow Smash* down, Triangle 


Fist Drop Triangle 

Knee Drop* down,Square 
Leg Drop Square 

Stomp Square 


- . RUNNING 
Fist Drop Square or Triangle 
Splash Circle 


select the rinc a las a 


* GROUND HOLDS 


- STARTING AT LEGS 

Elbow Drop onto Leg left,left,Square 
Half Crab left,right, Square 

Headbutt to Groin up,down,Square 


Parra pet eee 


- STARTING AT HEAD 

Leg Lock Chokehold left,left, Triangle 
Rear Chin Lock left,right, Triangle 
Short-Arm Scissor up,down,Triangle 
Painkiller teft,up,down, Triangle 


* OPPONENT IN CORNER 
- STANDING, FACING OPPONENT 
Forearm Smashes Square 


Climb Turnbuckle and Pummel 
Triangle 

Forearm Smashes Circle 
Monkey Flip left,left, Square 
Swinging DDT left,left, Triangie 
Belly-Belly Suplex left,jeft,Circle 
Top Rope Superplex 

left, right, left, Square 


- FROM BEHIND OPPONENT 

Smash Head into Turnbuckle 
Square or Triangle or Circle 

Pump Handle Siam left,Circle 


- RUNNING 
Charging Ciothesline 
Square or Triangle or Circle 


+ FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Driving Elbow Square+X 
Elbow Drop Triangle+Circle 
Kamikaze Headbutt 

left,right, Triangie+Square 


- OPPONENT STANDING 

Drop Kick Square or Triangle or Circle 
Bionic Elbow Square+X 

Sunset Flip Triangle+Circle 

Body Press up,left,Circle+X 


* FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Driving Elbow Square+X 
Elbow Drop Triangle+Circle 


- OPPONENT STANDING 
Drop Kick Square or Triangle or Circle 
Bionic Elbow Square+X 

Clothesline Triangle+Circle 


NINTENDO 64 


Body Siam ieft,down,Left C 
Clothesline left,up,A 


Crucifix left,left,A 

Fireman’s Carry* down,down,A 

Drop Toe Hold* down,down,B’” ~ 

Hiptoss* up,up,A 

Kneebreaker Jeft,right,Left C 

Leg Drag !eft,down,A 

Overhead Belly-Belly Supiex 
: ‘ left,left,B 

Samoan Drop lett,up,B 

Smail Package* down,down,Left C 

Spinebuster up,down,Left C 

Vertical Suplex up,down,B 


Hiptoss A 
Top Wristlock B 


Atomic Drop Left C 

Neck Breaker left,A 
Inverted Atomic Drop left,B 
Northern Lights Suplex left,Left C 
Samoan Drop left,right,A 
Piledriver left,up,.Bo 

Side Back Breaker left,teft,Left 
Whip left,left, Down C 


Cross-Face Chicken Wing 


—_ AorBorLeftC 
Russian Leg Sweep left,left,A’ 


Atomic Drop left,lefi,B 
German Suplex left,left,up,Left C 


Crucifix B+Left C, 
Drop Kick A 

Hart Attack B- 

Spinning Neck Breaker Left C 


Drop Kick A_ 
Clothesline B 
Drop Toe Hold Left C 
Powerslam up,Left C 


- STANDING 
Driving Elbow Smash* down,B 


Fist Drop B 

Knee Drop* down,A 
Leg Drop Ao 
Stomp A — 


- RUNNING 
Fist Drop Aor 8 — 
Splash LeftC” 


BRET HART 


- STARTING AT LEGS 
Elbow Drop onto Leg Jeft,left,A 


Half Crab left,right,A 
Headbutt to Groin up,down,A 


- STARTING AT HEAD 

Leg Lock Chokehold left,left,B 
Rear Chin Lock left,right,B 
Short-Arm Scissor up,down,B 
Painkiller left,up,down,B 


~ STANDING, FACING OPPONENT 
Forearm Smashes A 


Climb Turnbuckle and Pummel B 
Forearm Smashes Left C 

Monkey Flip left,eft,.A 

Swinging DDT left,left,B 
Belly-Beily Suplex left,left,Left C 
Top Rope Superplex |eft,right,left,A 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 
Bee ree AorB orLett C 
Pump Handle Stam left,Left C: 


~RUNNING - 
Charging Clothesline A or B or Left C 


- OPPONENT LYING ON GROUND 
Knee Drop Aor B or Left C 


Driving Elbow A+Down C 
Elbow Drop B+Left C. _ 
Kamikaze Headbutt Jefi,right;B+A 


- OPPONENT STANDING 

Drop Kick A or B or Left C 

Bionic Elbow A+Down C 

Sunset Flip B+Left C oe 
Body Press up,left,Left C+Down C 


- OPPONENT LYING ON GROUND | 
Knee Drop Aor Bor Left C. Dashes 
Driving Elbow A+Down C 
Elbow Drop BiLeftC. 


- OPPONENT STANDING 
Drop Kick Aor Bor LeftC 
Bionic Elbow At+Down C ~ 
Clothesline B+Left C_ 


Cy) SHAPTER ONE 


a 


Height: 6 0" 

Weight:253 tbs 

From: Manchester England 

Finisher; Charging Powersiam 

Current Status: No tonger with the WWF 
Famous Words: 


“First | bark — and then | bite!” 

GAME STATS 
Strength 9 
Toughness 7 
Speed 6 
Recovery 4 
Charisma 4 

WRESTLER BIO 


Davey Boy Smith first gained international attention as 
one half of the legendary British Bulldogs tag team. With 
his portner, the Dynamite Kid, the tandem was Hall of 
Fame quality, ruling the World Wrestling Federation for 
several years in the mid to late ‘80s, until Dynamite was 
hobbled with a serious back injury. In the Bulldogs’ 
heydey, however, Smith had handled most of the heavy 
work and power moves, while Dynamite had stunned the 
crowd with his daredevil flying maneuvers and incredi- 
ble technique. 

It's not surprising, therefore, that when the Bulldog went 
solo, he pumped up to work a power-oriented match. 
His Charging Powerslam finisher is symbolic of the 
machine-like strength possessed by this former member 
of the Hart Foundation (he is Bret and Owen's brother-in- 
law). The Bulldog is a powerhouse with a solid back- 
ground in mat wrestling, able to deal with opponents 
whether standing or on the canvas. 


TIPS 


Don't think that the Bulldog has totally forsaken some of 
the more acrobatic moves from his tag team days; he will 
occasionally surprise an opponent with a Drop Kick to the 
mush. He also possesses good leaping ability for a man 
his size and matches up well with any type of opponent. 
He has average striking ability, is among the strongest 
wrestlers in the game and, surprisingly, one of the fastest, 


BUTTON COMBOS 


_ PLAYSTATION 


Arm Drag down,down, Triangle 
Arm Wrench left,left, Triangle 


Bearhug up,down, Triangle 
Body Slam left,down,Circle 
Charging Powersiam 

up,down,up, Triangle+Circle 
Overhead Belly-Belly Suplex 

left, right, Circle 

Crucifix left,up,Square 
Fireman’s Carry down,down,Square 
Gorilla Press Slam 


up,up,down, Circle 
Hanging Vertical Suplex 
down, up,up, Triangle 
Hiptoss* up,up,Square 
Samoan Drop left,up, Triangle 
Small Package up,up,Circle 
Snap Mare left,down,Square 


j ¢ FROM THE TIE-UP 


Hiptoss Square 
Top Wristlock Triangle 


Chest Breaker Circle 
Fisherman’s Suplex left,Square 
Gut Wrench Power Bomb 
ie left, Triangle 
Samoan Drop left,Circle 

Overhead Beliy-Belly Suplex 
oS left,right, Square 

Double Underhook Suplex 
a left,down, Triangle 

Hanging Vertical Suplex 
a left,up,Circle 
PLA Aif® f all tirels) 

a 


> 


¢ FROM BEHIND 


Russian Leg Sweep 


«..": - Square or Triangle or Circle 
Atomic Drop 

~~". * — Jeft,left,Square or Triangle 
Victory Roll left,left,Circle 


Belly-Back Suplex left,up,right,Circle 


* RUNNING ATTACK 


Clothesline Triangle 
Crucifix Triangle+Circle 


Flying Shoulder Tackle Square 
Spinning Neck Breaker Circle 


* ATTACK VS. RUNNING 


Drop Kick Square 
Clothesline Triangle 


Arm Drag Circle 
Power Slam up,Circle 


¢ GROUND HITS 


* - STANDING 
Elbow Drop Triangle 


Double Foot Stomp* down,Square 
Stomp Square 


‘ERR LRTI 
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* GROUND HITS 

- RUNNING 

Knee Drop Square or Circle 
Elbow Drop Triangle 


~ GROUND HOLDS 


- STARTING AT LEGS 

Spinning Toe Hold left,left,Square 
Leg Grapevine left,right, Square 
Texas Cioverieaf up,down,Square 
Boston Crab left,down,right, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Rear Chin Lock left,right, Triangle 
Stump Puller up,down, Triangle 
Camel Clutch left,up,right, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Kick to Ribs Square 


Climb Turnbuckle and Pummel 
Triangle 

Slap Face Circle 

Oklahoma Stampede left, left, Square 

Belly-Belly Suplex left,left, Triangle 

Superplex lefi,teft,Circle 

Top Rope Superplex 
up,down, left, Square 


- FROM BEHIND OPPONENT 
Smash Head into turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


~ RUNNING 
Clothesline Square or Triangle or Circle 


* FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Knee Drop Square or Triangle or Circle 


Kamikaze Headbutt Triangle+Circle 
Splash Square+X 
Somersault Senton Splash* 

up,up, Triangle+Square 


- OPPONENT STANDING 
Torpedo Dropkick 

Square or Triangle or Circle 
Body Press Square+X 
Sunset Flip Triangle+Circle 
Clothesline {eft,right,Circle+X 


* FROM THE RING APRON 
- OPPONENT LYING ON GROUND 


Knee Drop Square or Triangle or Circle 
Kamikaze Headbutt Triangie+Circle 


Splash Square+X 


- OPPONENT STANDING 
Torpedo Dropkick Square or Triangle 
Body Press 

Square+X or Triangle+Circle 


2c swells 


NINTENDO 64 


Arm Drag down,down,B 
Arm Wrench left,left,B 
Bearhug up,down,B 
Body Slam !eft,down,Left C 
Charging Powersiam 
up,down,up,B+Left C 
Overhead Belly-Belly Supiex 
left,right,Left C 
Crucifix left,up,A 
Fireman’s Carry down,down,A 
Gorilla Press Slam 
up,up,down, Left C 
Hanging Vertical Supliex 
down,up,up,B 
Hiptoss* up,up,A 
Samoan Drop left,up,B 
Small Package up,up,Left C 
Snap Mare left,down,A 


Hiptoss A 
Top Wristlock B 


Chest Breaker Left C 
Fisherman’s Suplex left,A 
Gut Wrench Power Bomb [eft,B 
Samoan Drop left,Left C 
Overhead Belly-Belly Suplex 
oo eee heft, right,A 

Double Underhook Supiex ae 

“ feft,down,B 
Hanging Vertical Suplex_ ; 

” left,up,Left C 


Russian Leg Sweep Aor B or Left C 
Atomic Drop left,left,A or 8 


Victory Roll left,left,Left C” 
Belly-Back Suplex left,up,right,Left C 


Clothesline B 
Crucifix B+Left C 


Flying Shoulder Tackle A 
Spinning Neck Breaker Left C 


Drop Kick A 
Clothesline B 


Arm Drag Left C 
Power Slam up,Left C 


- STANDING 
Elbow Drop 8 


Double Foot Stomp* down,A 
Stomp A 


_ RUNNING — 
Knee Drop Aor Left C 
Elbow Drop B 


BRITISH BULLDOG 


- STARTING AT LEGS 
Spinning Toe Hoid left,left,A 


Leg Grapevine ‘left,right,A 
Texas Cloverleaf up,down,A 
Boston Crab left,down,right,A 


- STARTING AT HEAD 

Arm Wrench left,teft,B 
Rear Chin Lock left,right,B 
Stump Puller up,down,B 
Camel Clutch feft,up,right,B 


- STANDING, FACING OPPONENT 
Kick to Ribs A 


Climb Turnbuckle and Pummel B 
Slap Face Left C 

Oklahoma Stampede lefi,left,A 
Belly-Belly Suptex left,left,B 
Superplex |teft,left,Left C 

Top Rope Superpiex up,down,|left,A 


- FROM BEHIND OPPONENT 
Smash Head into turnbuckle 

AorB or Left C 
Pump Handle Siam lefi,Left C 


- RUNNING 
Clothesline Aor B or Left C 


- OPPONENT LYING ON GROUND 
Knee Drop Aor 8B or Left C 


Kamikaze Headbutt B+Left C 
Splash AtDown.C> 
Somersault Senton Splash* 

Pot eee ee? up, up, B+ 
= OPPONENT STANDING oY 
Torpedo Dropkick A or B or Left C 
Body Press A+Down C 
Sunset Flip B+LeftG° 
Clothestine left,right,Left.C+Down C. 


- OPPONENT LYING ON GROUND 
Knee Drop AorB or LeftC” 


Kamikaze headbutt B+Left C 
Splash AtDownC - 


- OPPONENT STANDING 
Torpedo Dropkick A or B 
Body Press A+Down C or B+Left C 


Pp CHAPTER ONE 
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Height: 6°2° 

Weight: 305 Ips. 

From: Pearl River MS 

Finisher: Pear! River Plunge 

Current Status: No longer with the WWF 
Famous Words: “You're going down!” 


GAME STATS 
Strength 10 
Toughness 8 
Speed 3 
Recovery 4 
Charisma 5 

WRESTLER Bi0 


Ahmed Johnson first came to national attention when he 
wrestled for a small Texas promotion where he was 
scouted by the World Wrestling Federation, who brought 
him to the Big Show as the “Pearl River Powerhouse”. 

Other than a brief period with the Nation of 
Domination, Johnson has been a strong fan favorite, with 
great support from the fans. His Nubian look and heavi- 
ly-muscled frame got him over from the start and he has 
mainly played to that strength. 


TIPS 


Your basic prototype power wrestler, Ahmed Johnson has 
surprisingly high aerial ratings. He's not much of a chain 
wrestler and has a hard time with transitions from one hold 
to another. He has average striking ability but is as 
aggressive as any grappler in this game. Despite his size 
and thick torso, he has superb agility, but beware of 
injuries — Ahmed has a tendency to get hurt. But he does 
the most damage with high impact slams, such as the 
Pearl River Plunge, a variant of the Power Bomb in which 
the wrestler executing the move rides to the mat with his 
opponent. 


BUTTON COMBOS 


PLAYSTATION 


/ © FROM STARTING POSITION 


Bearhug up,down, Triangle 


Overhead Belly-Belly Suplex 
left, right, Circle 
Body Slam left,down, Triangle 
+ Gut Wrench Power Bomb 
| - <> left,right, Triangle 
| Hiptoss* up,up,Square 
Kneebreaker left,up,Square 
| PEARL RIVER PLUNGE 
8 left,right,up, Square+X 
* Short-Arm Clothesline 
up, up, Triangle 
Sidewalk Siam left,down,Square 
| Snap Mare left,down,Circle 
|: Spinebuster up,down,Square 
Choke Slam left,left,up, Triangle 
Torture Rack left,up,Circle 
Vertical Suplex up,down,Circle 


if « FROM THE TIE-UP 


’ Back Breaker Square 
Atomic Drop Triangle 


, Gut Wrench Power Bomb Circle 
' Samoan Drop left,Square 
fe. Bulldog left, Triangle 
| Overhead Belly-Belly Suplex 
i left,Circle 


_ Side Slam _left,up,Square 
. Brainbuster left,right, Triangle 
EBower Bomb left,down,Circie 


@ Russian Leg Sweep 

-. “. = SGquare or Triangle or Circle 
Pump Handle Slam left,left, Square 
Side Siam left,left, Triangle 
Belly-Back Suplex left,up,right,Circle 


* RUNNING ATTACK 
Clothesline Circle 
Flying Shoulder Tackle Square 
Tackle with Punches | Triangle 


+ ATTACK VS. RUNNING 


Sidewalk Slam Square 
Back Body Drop Triangle 


Power Slam Circle 
Spinebuster left,Circle 


; e GROUND HITS . 


- STANDING 
Splash* down,Triangle 


Axe Handle Smash Triangle 
Knee Drop* down,Square 
Stomp Square 


 - RUNNING 
Leg Drop Square 
Fist Drop Triangle or Circle 


_. *GROUND HOLDS 


- STARTING AT LEGS 

Knee to Inside Leg left,left, Square 

Leg Grapevine left,right, Square 

Wishbone Leg Splitter 
up,down,Square 

Leg Lock |left,right,left, Square 


- STARTING AT HEAD 

Arm Wrench left,left, Triangle 
Squeeze Head left,right, Triangle 
Rear Chin Lock up,down, Triangle 
Painkiller left,up,down, Triangle 


* OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot Square 


Chops Triangle 
Charging Shoulder Tackle Circle 
Overhead Press 

left,left, Square or Triangle or Circle 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Square or Triangle or Circle 
Pump Handle Slam left,Circle 


- RUNNING 
Clothesline Square or Triangle or Circle 


« FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Driving Elbow Triangle+Circle 
Kamikaze Headbutt 

left,right, Triangle+Square 


- OPPONENT STANDING 
Bionic Elbow 

Square or Triangle or Circle 
Clothesline Triangle+Circle 
Forearm Smash Square+X 
Shoulder Tackle left,up,Circle+X 


* FROM THE RING APRON 


- OPPONENT LYING ON GROUND 
Fist Drop Square or Triangle or Circle 


Double Foot Stomp Square+X 
Driving Elbow Triangle+Circle 


- OPPONENT STANDING 

Bionic Elbow Square or Triangle or Circle 
Clothesline Triangle+Circle 

Bionic Elbow Triangle+Circle 
Forearm Smash Square+X 


right to your head! 


to access Ego Mode 
grows as he gets support from the: 


AHMED JOHNSON 


NINTENDO 64 


* FROM STARTING POSITION 

Bearhug up,down,B 

Overhead Belly-Belly Suplex 
left,right, Left C 

Body Slam left,down,B 

Gut Wrench Power Bomb |/eft,right,B 

Hiptoss* up,up,A 

Kneebreaker left,up,A 

PEARL RIVER PLUNGE 

left,right,up,A+Down C 

Short-Arm Clothesline up,up,B 

Sidewalk Slam left,down,A 

Snap Mare left,down,Left C 

Spinebuster up,down,A 

Choke Stam. left,left,up,B 

Torture Rack left,up,Left C 

Vertical Suplex up,down,Left C 


© FROM THE TIE-UP 
Back Breaker A 
Atomic Drop B 


Gut Wrench Power Bomb Left C 


| Samoan Drop left,A 


Bulldog fefi,B ae 

Overhead Belly-Belly Suplex 
 left,Left C 

Side Slam left,up,A 

Brainbuster ‘eft,right,B 

Power Bomb lefi,down,Left C. 


- eFROMBEHIND. 


Russian Leg Sweep A or B or Left GC” 
Pump Handle Slam left,left,A 


Side Slam left,left,B 
Belly-Back Suplex Jeft,up,right,Left C 


* RUNNING ATTACK 


Clothesline Left C per 
Flying Shoulder Tackle A. 


Tackle with Punches..8” 


° ATTACK VS. RUNNING 


Sidewalk Slam A 

Back Body Drop B 

Power Slam LeftC 
‘Spinebuster left,left C 


- e©GROUNDHITS - : 


- STANDING ~~ 
) Splash* down,B 


Axe Handle Smash B 
Knee Drop* down,A 
Stomp A 


| - RUNNING 


Leg Drop A 
Fist Drop B or Left C 


, which 


- at, Eee ee e 


__ *GROUNDHOLDS si 
- STARTING AT LEGS ' 
Knee to Inside Leg left,left,A 


Leg Grapevine left,right,A 
Wishbone Leg Splitter up,down,A 
Leg Lock left,right,left,A 


- STARTING AT HEAD 

Arm Wrench left,left,B 
Squeeze Head left,right,B 
Rear Chin Lock up,down,8 
Painkiller left,up,down,B 


*° OPPONENT IN CORNER 


- STANDING, FACING OPPONENT 
Choke with Boot A 


Chops B 
Charging Shoulder Tackle Left C 
Overhead Press 

left,left,A or B or Left C 


- FROM BEHIND OPPONENT 
Smash Head into Turnbuckle 

Aor B or Left G-~ 
Pump Handle Slam left,Left C 


- RUNNING 
Clothesline Aor B or Left © 


» FROM THE TOP TURNBUCKLE 


- OPPONENT LYING ON GROUND 
Fist Drop Aor 8 or Left C 


Double Foot Stomp A+Down.C. 
Driving Elbow B+lefiC . 
Kamikaze Headbutt ‘eft,right,B+A 


= OPPONENT STANDING 
Bionic Elbow: Aor B.or Left C. 
Clothesline B+Left C 
Forearm Smash A+Down C __ 
Shoulder Tackle — 
‘left,up,Left C+Down C 


* FROM THE RING APRON | 


- OPPONENT LYING ON GROUND 
Fist Drop Aor B or Left G” ee 
Double Foot Stomp A+Down C ~ 
Driving Elbow B+Left C 


+ OPPONENT STANDING 
Bionic Elbow A or B.or Left C 
Clothesline BiLeftC ~~” 
Bionic Elbow B+Left C 
Forearm Smash A+Down C 


CHAPTER TWO 
THE MOVES , ar 


lf oro wrestling were G resiai 
then this would be your mé 
This alHmportant section 
features over 185 moves 
available to the superstars im 
the game — including ine 
devastating, top-secret 
finishing moves — 
arranged alphabetically 
for easy reference. Each 
move and counter-movek 
named and base 
damage stats are listed. 
You'll also find text 
descriptions of the 

moves with 
accompanying 

screen shots here, 

too. And as a bonus 
cross-eferencing 

feature, headshots 

of the superstars 

capable of 

executing each 

move appear 

next fo the 

listings — so 

you'll know 

who can do 

what! 


‘ War Zone provides you with so many possible 
os | wrestling moves, they could fill a book — in fact, 
they did! What better way to show you your 
ge Options than by listing them alphabetically and 

accompanying the vast majority of them with 
actual demonstration screen shots? 

While flipping through this section, you might 
notice that Kane is the unfortunate victim of 


e ll 
Ahmed Johnson 
British Bulldog 
Bret Hart 
Cactus Jack 
Dude Love 
Faaroog 
Goldust 


oe 


almost all these crippling hits, holds and moves. 
Why? Well, we could tell you that it’s so you can 
more easily determine who’s executing the move 
and who's on the receiving end. 

But the simple truth is, we asked the superstars 
to speak up if they didn’t want this thankless job. 
Kane was the only one who didn’t say anything... 


Mankind 

Mosh 

Owen Hart 

Rocky Maivia 

Steve Austin . , 
Shawn Michaels Fier iam P 
Shamrock alll 


Hunter Hearst- Helmsley Thrasher 


Kane 


Screens illustrating 7: @8 Move Name ff text 
— Exe describing 


This move begins 


Undertaker 


de. 


pn 
he . 


exactly like a Vertical Suple» (see Vertical Suplex), 


except once the victim is hoisted into the full _ertical position, legs 
and feet aimed at the ceiling, the wrestler executing the move 
i drops directly down, crumpling the victim, who lands hard on the 
Headshots back of his own head and shoulders. 


of all War — : 
Zone am ‘ “ 
wrestlers : 4 : ||P 


who can 
execute 
the move 


* a 
* Bie a 


Some moves are reversible — if you have 

the reverse move in your wrestlers move 
E list, you can try to reverse. Some reversals 

B® are "generic", meaning that any wrestler 

= can try to reverse that move. 


Bre‘nbuster < 


Base damage of the move, 
not counting any bonuses 


The wrestler executing the move steps 
behind his opponent, secures him around 
the abdomen, and hoists him up onto his 
shoulder, as if to make a Belly Back Suplex. 
Instead of falling backwards, however, the 
wrestler in command siams his opponent, 
feet-first, down onto the mat, with the base 
of the victim’s spine crashing into his braced 


Headiock Takedown 


m This is administered with the attack- 


ing wrestler standing behind his 
= opponent. He then anchors his 
opponent's leg to the mat by wrap- 
ping his leg around if in a 
“grapevine”-type lock. Finally, the 
wrestler executing the move 
entwines his torso around his victim 
like a serpent, thereby stretching 
his opponent's abdominal muscles. 


DAMACE: 2 


‘ARM DRAG 


| | 
Usually delivered, judo-style, to a charging 
(or standing) opponent. The wrestler making 


the throw grabs his opponent by the arm 
and throws him, across his body, to the mat. 


DAMACE: 3 


7 


The attacking wrestler grabs his victim’s left wrist with both hands 
and yanks his arm back, then wraps his left arm around his oppo- 
nent’s right elbow. The attacking wrestler then places his right hand 
on his opponent’s shoulder and clasps the inside of his own right 
elbow with his left hand, locking it up. 


Reversal: 


@e 


DAMACE: 4 


With his opponent helpless in a corner, the 
wrestler goes to the diagonal corner, then 


_ charges. When he is several steps away 


from the stunned victim, he goes airborne 
and lands chest-to-chest against the victim. 


“mam, DAMACE: 6 
be - . 


eens Be Veer 


en ee 
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ai Lanaramad SMASH 


A blow delivered by an attacking 
| wrestler with his hands linked 
| together, smashing downward as if 
| chopping wood with an axe. 


The wrestler making the throw hoists the oppo- | 


nent as if for a Body Slam. But instead of mak- 


ing a throw, he maintains the hold, dropping b 


the victim, back-first, onto his braced knee. 


Belly to Bell (Generic) 


offensive wrestler’s shoulder, slamming the back of 
the victim’s head and neck into the mat. 


poe DAMAGE: 4 


j ’ 1 
Nal RM 


m The charging wrestier’s momentum is used 
= against him as the wrestler executing this move 
| bends forward, causing the charging opponent 
1 to fall onto the aggressor’s back. The aggressor 


The move begins with a Gut Wrench from behind, while 
the Suplex (see Suplex) takes the opponent over the 


THE ee 739 


Mm DACK BODY DROP DAMACE: 6 


then straightens up, flipping the victim up and 
over for a back-first fall. 


SUPER EXTRA caSTUME 
SECRETS CR TTONS 


' Beat the Challenge h | 
difficulty mode, and you | fave access 
» to new pants, masks, shirts, and boots 


for use with your Custom Wrestier! 
It’s an accessorizing dream! 


Two wrestlers face one 
another and the one exe- 
cuting the move grasps his 
opponent around the chest 
or stomach and squeezes, 

| often lifting the victim off his 


A eee Pe BEARHUC 


BELLY-BELLY SUPLEX 


. ~ 
AJ ‘BB UT 


When your opponent is in the corner, the wrestler on ; - 
offense locks his arms around his opponent in a LA 
Bearhug, then hoists and throws him, while spinning 


and falling backward. 
DAMAGE: 5 


BIONIC ELBOW 


3 4 a ia he As a charging opponent runs toward the 
AJ 


wrestler, he lifts his leg so that the opponent 
With the victim standing, the attacking runs headiong into the sole of his boot. 
wrestler leaps from the top turnbuckle with his ‘ 
arms cocked partway back, so that his DAMACE: 4 
elbows smash into his opponent’s face, neck & ; = 

or chest. ’ 


DAMAGE: 5 


BODY PRESS 


i ' ~xs 
The attacking wrestler leaps from the top turnbuckle, goes parallel with the mat, 


then slams broadside into his opponent's chest, knocking him down into a pinning 
situation. Some wrestlers can execute this move from the inside of the ting toa 


standing opponent who Is outside the ring. 


DAMACE: 6 


i 


mm 


TANT CHOKE 


a 


| Similar to a Choke, but 
(as you might guess) 
| even more blatant. 


» DAMACE: 3 


c Fo a ANG 


A 
ee ee 
With his opponent on his stomach, the wrestler 
applying the hold turns away from the victim, 
but lifts his opponent's feet and ankles, bend- 
ing them backwards and locking his arms 
over them. The attacking wrestler then sits 
back, pulling the victim’s feet toward his head 


Vertical Suplex reversal (generic) i and thus bending the victim’s spine back- 
— ~ r Se ward, attempting to get a submission. 


RRRERRR 


Hoist opponent with your lifting arm locked 
under his crotch and the other arm thrown 

" | Over your opponent's shoulder. Hoist, invert 
- and slam! 


«* ' This move begins exactly like a Vertical Suplex (see Vertical Suplex), 
| except once the victim is hoisted into the full vertical position, legs 
and feet aimed at the ceiling, the wrestler executing the move 
drops directly down, crumpling the victim, who lands hard on the 
back of his own head and shoulders. 


DAMAGE: 8 


Pretty much what it sounds like — 
the attacker leaps into the air and 
| strikes his opponent with his butt. 
| Sometimes called a Senton or a 
| Senton Splash. Can be delivered 
| from a standing position or off the 


top rope. 


uD CHAPTER TWO 


The Bulldog catches a charging opponent, then pivots and swivels 
on his planted legs as he twists his — and the victim's — body 


around for an extra strong Bodysiam. 
DAMAGE: 9 


BULLDOG 


aa 
a AJ GD 


This is a running throw delivered 
from a Side Headlock. With the 
opponent locked up around the 
neck, the wrestler executing the 
move runs forward, pulling his 
opponent with him. After building 
some momentum, the wrestler on 
offense leaps into the air — still 
maintaining the Side Headiock — 
and lands on his rump, slamming 
the victim’s head into the mat. 
NOTE: This maneuver can be initi- 
ated from a tie-up, from behind an 
opponent, or while the opponent is 
dazed on the turnbuckle, depend- 
ing on who your wrestler is. 


DAMACE: 5 


With the opponent on his stomach, the wrestier 
_ applying the move straddles his victim’s torso, lift- 
" ing him to his knees. The attacking wrestler then 
“ throws his victim’s right arm over his own right thigh 
. and the victim’s left arm over his own left thigh. He 
then locks up his fingers under his opponent’s chin 
> (see Chinlock) and assumes a sitting position, lean- 
' Ing back to apply extraordinary pressure to the vic- 


| “ee neck and back. DAMACT: 4 
CHARGING BUTT BUMP ° 


With either the opponent charging, the wrestler on 


offense charging, or both wrestlers running toward 
one another, the wrestler executing the move 
executes a 180 degree turn and leaps into the air, 
» extending his backside so that it strikes the oppo- 
us nent in the chest or midsection. 


THE MOVES | 


CHARGING/FLYING SHOULDER TACKLE a 


After charging at his opponent, the _-% 
attacking wrestler delivers a football-style ainaiii 

shoulder block to his opponent’s chest ; sere = 
and shoulder. This is done either in the | 


| middle of the ring as a running hit, or 
=) against an opponent who is sagging in 
one of the corners. ae 
a be é tied y your opponent. 


Hey, there’s no ref in the 
game, right? 


ak wes DAMAGE: 3 


ee CHEST CHOP 


3 WE The attacker hoists victim as if for a gage A karate-style, open-handed ey 
Backbreaker, but drops him chest- ¥ across the victim’s chest, while the 
first onto his own braced knee. opponent is helpless in the corner. 


, DAMAGE: 2 


Reversal: 


With his aaaanonl eee in the corner, oe Shea 
ing wrestler plants one foot on the mat then lifts and 
wedges his other foot against the victim's throat, 


choking him. 


DAMACE: 3 


The wrestler lifts his opponent by his throat, 
then slams him down onto his back. 


pe >a, DAMAGE: 6 
Sigg ; a 


CHAPTER TWO 


CLOTHESLINE 


M This is the popular move in which one wrestier 


is collapsed in the corner and his opponent 
climbs to the second rope and begins throw- 
ing punches in bunches. 


DAMACE: 2 


Whether it’s executed from 
a standing position, running 
at the opponent, against a 


charging opponent, or 
even from the top turn- 
buckle, the results of a 


| Clothesline are similar: the 
— attacking wrestler extends 


one arm perpendicular to 
his body and slams the 
upheld arm into his victim’s 


chest and throat area. 


DAMAGE: 4-5 


COBRA CLUTCH 


A form of the Sleeper hold. With both wrestlers 
standing, the attacker’s left arm goes over victim's 
left shoulder, grabbing his left wrist with his own left 
hand, forming a “loop”. The attacker then slips his 
own right arm through the “loop” and presses his 
right palm against the victim's carotid artery, there- 
by shutting down the blood flow to the victim's 
brain. The wrestler on offense then cinches the 


“loop” tight. 
DAMACE: 5 


This is how you win 
the game, kids — 
hold him down for a 
three-count! NOTE: 
Some other moves 
in the game can 
also result in a pin. 


the 


DAMAGE: N/A 


THE MOVES 


Similar to the Body Press (see Body Press) except it is deliv- 


ered from the mat rather than the top rope. The attacking - 
wrestler charges his opponent, leaves his feet to go parallel & 
with the mat, then slams broadside into his opponent's 

chest, knocking him down into a pinning situation. 


DAMAGE: 5 


% yy 
AJ ‘BBECu ff pL GD 


If you’ve got the strength, you can kick out of 
a pin before you’re counted out. The good 
news is that if you succeed, your health gets 


aoe DAMAGE: N/A 


Seam With both wrestlers standing and the attacker behind his opponent, he 
| twists the victim’s left arm into a Hammerlock. The attacker then slips 
| his own left hand in front of victim’s left bicep, and moves up to hold 
| victim’s chin. Attacker then releases the Hammerlock, throws his own 
right hand up to the victim’s chin, and locks his own hands. 
; Submission hold. 


DAMAGE: 5 
CRUCIFIX 


BORE DAMACE: 3 (standing) 6 (running) 


The attacking wrestler charges his opponent, actually running slightly 
behind him before wrapping both arms around one of the victim’s 
shoulders and hoisting himself into the air, wrapping his legs around 
the victim’s other shoulder. If the wrestler is already running before this 
move is executed, the base damage is doubled. 


UE CHAPTER TWO_ 


_ 


, With both men standing, and Goldust in a belly-to-back position, 

; Goldust leans his opponent backwards, wrapping his own right arm 
\ around the victim's head. He then grabs the victim by the tights 
with his own left hand, hoists his opponent up into a Vertical Suplex 
position — except he falls forward instead of backward. 


DAMACE: 9 
DOT DAMACE: 7 (from Standing Position) 3 (from a Tie-up) . 


This move starts out as a Front Facelock, but the wrestler maintaining the 
hold drops straight down into the mat, driving his opponent's trapped 
head into the canvas. The base damage is higher if initiated from the 


3 starting position, as opposed to a tie-up. 
sc UT 


Northern Lights Suplex 


DOUBLE FOOT STOMP 


With his opponent lying helplessly on the mat, the attack- 
ing wrestler jumps up and stomps on the victim’s torso with 
both feet. This can be executed from the mat or from the 
top turnbuckle, depending on the wrestler you're playing. 


wo, DAMACE: 4 


_THE MOVES 


DOUBLE UNDERHOOK SUPLEX 


Similar to an Elbow 
Drop, but the elbow is 
| tucked closer to the 
| attacking wrestler’s 
=) own body, to hit with 
\ “ : ~~ | the point of the elbow 
DAMACE: 7 (from Standing Position) 9 (from a Tie-Up) i ) instead of the tricep. 


: The wrestler on offense faces his opponent then bends 
¢ him forward and hooks his victim’s arms behind victim's 
back, so that the inside of the attacker’s left elbow is 
touching the inside of victim’s right elbow. The attacking 


wrestler then interlocks his fingers and hoists his victim for 
an arching, back-first slam onto the mat. 


mae AS you'd expect from the name, the 


| wrestler drops to his knees while delivering & 
an uppercut punch to his opponent’s jaw. 


DAMAGE: 4 (aan 


“hen 


DUDE LOVE DOUBLE-ARM DDT 
or SECRET 


} : 
4 ‘ This move starts out much like a 

i Double Underhook Suplex, with the 
attacking wrestler facing his oppo- 
nent, bending him forward and hook- 
ing his arms behind his own back, in 
a sort of reverse Full Nelson. Instead 
of lifting the victim up for a suplex, 
however, the attacker sits down hard, 

/ / forcing his opponent's trapped head 

straight down into the mat. 


The move begins as if Faaroog is executing a Power Bomb. But 
instead of slamming the victim on his back, he flips his opponent 
while falling forward, slamming the victim face-first into the mat. 


as 
ea] eh) F 


Whether from a standing position, charging at 
the opponent, against a running opponent, or 
even from the top turnbuckle, the attacker 
jumps into the air and lands a double-footed 
kick to his opponent’s head or upper body. 


DAMACE: 5 


The victim Is on the mat (usually face- 
up) and the attacking wrestier cocks 
his dominant arm and falls to the can- 
s vas, slamming his tricep into the vic- 
tim’s chest, throat or head. This can be 
executed from a standing position or 
} with a running start. 


DAMAGE: 4 


ELBOW DROP ONTO LEG 


DAMAGE: 5 


2 
Similar to the Elbow Drop, except that the 
target location is a bit more tender. 


DAMACE: 4 i | 


7 
, 


FALLING HEADBUTT 


/ ie = : fi ¥ 


The wrestler executing the move drops fo the mat and uses his legs to 
first trip then lock up his opponent’s ankles, causing him fo fall for- 

s ward, remaining trapped in a Toe hold. This can be executed from 

&) either the starting position or against a running opponent, depending 


- A on the wrestler. 
EERER ERE lie cee 
FO GD BOH SR uT ' F _ | 


With his opponent on the mat (usually face- 
up), the attacking wrestler falls forward to 
the mat, slamming his head into the victim’s 


body as he lands. oi y 
DAMACE: 4 § 


[= ——=s 


SUPER FEMALE CUSTOM WRESTLERS } 
¥ | 


Beat the War Zon 

_ Challenge with Shawn customize 

_ Michaels or Triple H, and the 
sy rT ge@alls 71 " ‘ 


| “PF 


U 


Sti CHAPTER TWO 


| FLYING BACK ELBOW ¥ 


- The attacker leaps and, after 

' twisting 180 degrees in the air, 
slams his elbow into his oppo- 
nent’s face. 


; 4 RERRR 
a — 


FIGURE FOUR LEGLOCK ; pes DAMACE: 5: 


With the attacking wrestler facing his prone 
opponent (who is on his back), he steps into 
what looks like a Spinning Toehold (see 
Spinning Toehoild). But instead of continuing 
the spin, the dominant wrestler “folds” the leg 
under attack over the victim’s other leg. The 

| attacking wrestier then inserts his own leg into 

= the tangle of his opponent's limbs, allowing 
him to sit down and lean back in order to 
apply incredible pressure to both the victim's 
locked-up knees. 


~ wy, DAMAGE: 1 


FIREMAN’S CARRY W 


A wrestler throws his opponent across his shoulders 
to the mat, hoisting him in the style used by firemen 
BBIT 


ua when carrying victims from a blaze. 
DAMAGE: 4 


FISHERMAN’S SUPLEX DAMAGE: 6 mmm /CREARM SMASH 


A leaping Forearm delive 
Starts out like a standard Vertical Suplex (see Vertical top rar aol or the ae — 
Suplex), except the wrestler making the throw grabs the ? 


victim’s far le om behind a standing opponen 
ictim’s far | Q fr ehind the knee and hooks it, locking I 
a a fs 


his fingers together to secure the position. Then, instead of 
DAMACE: 8 


releasing the suplex, the wrestler on offense holds onto his | 

opponent throughout the move, and pins opponents shoul- 

ders to the mat. * Ss Ba 
a. 

Fay ‘4 : ; 


Vertical Suplex a : 


—— ee ne ere 


FLYING BUTT Gee: ___THE MOVES 5] 


‘ With the victim dazed, the aHecking WiostIGE ant off 

s the top rope toward his opponent, but spins his body 
around so that his rear end slams into the victim, 
knocking the victim to the mat with the impact. 


| 


The opponent is down and out, looking up 
f at the rafters as the attacking wrestler 
| stands next to him — or runs toward him, 
: or jumps from the top turnbuckle — and 
4 drops to the mat sideways with his domi- 
nant fist cocked. As he lands, his fist slams 
ki | into the victim’s head or body. 


DAMAGE: 5 


FLYING FOREARM 
r see A Forearm delivered 


rom a charging, leap ] FOREARM 'SMASHES 


5 ing posture. 
| With his opponent trapped in 


: ' | the comer, the attacking 
wrestler unleashes a series of 
TH ; ws Forearms (see Forearm). 


DAMAGE: 5 


| > ‘ po " . . ae 
| Atter running toward his rent the 
wrestler attempting this move leaps into 
‘ Mua the air, wraps both legs around his oppo- 


nent’s neck and takes him down to the 


mat, maintaining the lock. 
DAMACE: 5 f 


BA) care 4™ mr 


FOREARM 


A blow thrown with the forearm rather than 
the fist. North American-style forearms are 
thrown overhand. 


FUJI LEG BAR 


A submission-style leg lock in 
ie a which the attacker interlocks his 

legs in a scissors-style lock 

around the victim's leg or arm. 


DAMACE: 3 


DAMAGE: 2 


FRONT-FACE DDT 


? 
i « 
al 

TH uT 


Very similar to the Stone Cold Stunner, except that it Bia 
doesn’t start with a kick, and that the attacking ‘ 
wrestler drags his victim along for a running start 
before dropping down to the canvas. 


DAMACE: 6 


The attacker lifts his victim, as it for a Body Slam, but 


a Bi brings his victim’s back down across his own braced 
haa knee. 


| The attacker comes up behind his opponent and 
wraps his arms around the victim's triceps and 

| shoulders, pinning his victim’s arms together over 
his head and maintaining a standing lockup by 
interlacing his fingers behind the victim’s neck — 
then applying pressure, forcing the head down. 


wey, DAMACE: 2 


DAMACE: 6 


FRONT ELBOW 


With his victim lying stunned on the mat, the 
running attacker smashes downward with 


both elbows. 
DAMACE: 4 


FUJIWARA ARM BAG 
r os This maneuver is delivered 
with the attacker standing 


and the victim on the mat. 
The wrestler executing the 

| move grabs the victim's arm 
and falls backwards, trapping 
it in a leg scissorlock. 


DAMAGE: 5 jl 


% GORILLA PRESS SLAM 


a q The victim is hoisted over the attacking wrestler’s head, like 
BB 


. a barbell, then slammed to the mat, back-first. 


‘ss » DAMACE: 8 
CERMAN SUPLEX Et 


In this move the wrestler on offense stands belly-to- 
back against his opponent, whom he grasps around 
the midsection. He then arches back, suplexing the 
victim directly backwards and to the mat, where the 
victim lands on the back of his head and shoulders. 


DAMAGE: 8 f 


GRAB AND PUNCH 


The attacking wrestler grabs his opponent’s head 
and punches it. Not among the more subtle 


maneuvers, but effective. 


DAMACE: 2 


| GUT WRENCH POWER BOMB \ 


—_ 
ee =| i ee eee) Lo. SS ee - _& ae | f 
§ The attacking wrestler bends his opponent toward him, k Z 
then reaches over and grasps the victim around the back @ 
sa fame and stomach, locking his hands together. The wrestler on & : 
offense then hoists his opponent into the air and throws ° 


him to the mat, back-first. 


oo 


— > CHAPTER TWO 


DAMACE: 2 (from Standing Position) T (from a Tie-Up) 


This is the basic move from which most Armlocks 
(such as the Painkiller) are derived. The wrestler 
applying the hold takes the opponent's dominant arm 
and bends it behind him, pushing the forearm up 
toward the victim's own shoulder blades. This move 
applies tremendous pressure to the victim's shoulder 
and can even dislocate it. 


Reversal: 


Hammerlock reversal (generic) 


Bila bdes 


a 
-— ' 


AW HEAEE 


This is a Boston Crab (see Boston Crab) in : 
which the attacking wrestler only attacks one ? 


of his opponent's legs. 
DAMACE: 3 


al 
Ly 


except that when the wrestler on offense gets his victim into 
wim C1 full vertical position, he holds him up there for several sec- 

onds, allowing blood to rush to the victim's head, 

before falling backwards and completing the move. 


DAMACE: 8 (from Standing Position) 9 (from a Tie-Up) 


This is exactly like a Vertical Suplex (see Vertical Suplex), 


otherwise immobilized victim, then leaps into 
the air, in a sitting position, and hooks his fore- 
arm around his opponent's throat, in a form of 
Clothesline. But instead of releasing the 
Clothesline, the wrestler executing the move 
holds his victim and slams him backwards to 


the canvas. 
DAMACE: 7 


HAYMAKER 


THE MOVES c= 


A particularly hard = 


 — a —— 


~ % A Falling Headbutt (see Falling Headbutt) onto a 
ms : prone opponent whose legs have been spread. The 
attacking wrestler slams his head into the victim’s 


y . groin area as > * me DAM ACE: y 
HEADLOCK TAKEDOWN DAMAGE: 3 


re 2 » Takedown delivered from a standing headlock. 
TH 


Atomic Drop Se , = 


HEADBUTT 
ees As you'd expect, the 


attacking wrestling ul PT OS 5 


uses his own head to 
butt his opponent’s. 


. DAMAGE 


a Fe Fy 
| 
ai ERE ce 


Sometimes called a Cornish Hype, this is a rolling throw in which the 
wrestler making the throw hoists his hip in order to catch an oncoming 
wrestler around the arm, and snap the victim into a forward flip. 


DAMAGE: 3 


Burr (OPPONENT ON TURNBUCKLE) | 


If you’re in any condition to punch your 
opponent while he's up on the top turn- 
buckle, it’s usually a good idea. 


a - 
RE BB —E Cu fo. § FQ § Gp MS SR Sc § TH @ UT 


DAMAGE: 2-3 


i 
The attacking wrestler jumps onto his opponent's shoulders, where he faces toward 
him from a sitting position. The wrestler on offense then snaps backward, taking the 


opponent with him in a forced flip. If delivered correctly, the victim will actually 
land on his head, DDT-style. 


Power Bomb 


SUPER a mETLEITHTAT RARER 
FOR REAL 


Go into the Training 
» Room and select ony 
. move pion he me 


1. ee 


In an Inverted Atomic Drop, the two wrestlers face one another and 
the wrestler executing the throw hoists his opponent into the air from 


INSIDE FOREARM 


A European-style Forearm Smash, it is thrown from 


underneath the victim’s chin, often following nearly 
360 degrees of rotation on the part of the attacker's 


arm, thereby rocking the opponent upward with a a 4 i a2 ‘3 
strong blow to the jaw. | 
re : # DAMACE: 2 ? SR TH 


~- With both wrestlers charging toward one another, the 


INVERTED STF 2 wrestler on offense loops his arm around his oppo- 


nent’s and flips him forward and back-first to the mat. 


DAMAGE: 2 


as Pe Ae Ces 


An STF (see STF) applied in reverse, with the 
attacking wrestler lying back-to-back against his 
prone victim, instead of belly-to-back. 


om DAMAGE: 4 5 
| KAMIKAZE HEADBUTT 


. A flying Headbutt off the top 
ont rope (imagine a Falling 
y oe ee Bela ea Headbutt with a lot more 


momentum). 


fp CHARTER TWO KICK OPPONENT FROM STOMACH 710 BAC 


If your opponent is lying prone face-first on the mat, stunned, you 
might want to roll him over so he can see you execute the next 


crippling move! 
DAMACE: N/ 


With the victim flat on the mat, the wrestler attempting the maneuver goes to the 
top rope, then leaps toward his opponent, landing with a knee against the victim’s 
throat. Some wrestlers can only do this move from the standing position, some can 
execute it with a running start. 


DAMACE: 4 (Standing or From Top Rope) 6 (Running) 


KNEE TO FACE 


ant 


5 a 4 Knee, meet face. Face, this is knee. 


KNEEBREAKER 7 DAMAGE: 4 


With the i wrestlers facing one another, one locks up the other and 
hoists him into the air, folding up one of the victim’s legs behind him. 
The attacker then siams his opponent down onto the mat, jolting his 
knee. 


KNEE TO INSIDE LEG _—HEMOVES fT 


A transition move in which the wrestler on offense 
sue =moves from the victim’s knee to an inside leg lock, 


which he then maintains. 
DAMACE: 4 
LAYING THE SMACK DOWN 


Sacer 


we known as a Tornado DDT or sama DDT. The attacking wrestier ducks behind his 
opponent and climbs onto his back with a spinning kind of motion, which ends up 
with the attacker pulling the victim straight down to the mat for an extra-strong DDT. 


LEG DRAG 


LEG LOCK 


BY The attacking wrestler 
Similar to an Arm Drag, except that the attacking wrestler grabs his a ma “grapevines” the leg of 


opponent's leg and rolls to the canvas, dragging his opponent off his a victim on his back 
feet and onto the mat, back-first. and applies knee-pop- 
ping pressure. 


— pemmreme\, DAMAGE: 3 DAMAGE: 3 
i= 

LEG DROP s erst Py wae ae 

- Se at With the victim flat on his back, the attacking wrestler jumps 


) into the air and drops into a sitting position with the back of 
one leg slamming across the victim’s chest or throat. 


= hppa id 3 


DAMACE: 4 (Standing or Running) 7 (From Top Turnbuckle) 


CHAPTER TWO 


LEG LOCK CHOKEHOLD 


= 


abn = RRRERE 


With the victim on his back, the attacking wrestler scissors 
A his opponent's neck with his legs, locking his own ankles 
together and applying pressure on the victim's throat. 


r RARER : DAMACE: 4 


With the victim on his stomach, the attacking wrestler 
applies a move very similar to the Texas Cloverleaf 
(see Texas Cloverleaf), except instead of overlap- 
ping his victim's legs, he intertwines them before 


locking up. DAMACE: 3 
MOONSAULT 


Eo eREERB 


With the opponent on his back or standing, the wrestier attempting the Moonsauit climbs to 
the top rope, then flips backwards, landing Splash-style on his opponent. This move can 
also be performed from a standing position by certain wrestiers. DAMACE 7 


* J — 7) 1 


With his opponent in the corer, the attacking wrestler climbs onto his 
opponent's thighs, then falls back while keeping hold of the victim 
with his arms. The attacker rolls backwards to the mat while extending 
his legs, launching the victim into the air and onto his back. 


DAMACE: 6 


| nent’s ankles with each hand, and pushes the 
legs in opposite directions. 


. DAMACE: 


| With the wrestlers standing back-to-back, 
the attacking wrestler grabs his opponent 
| around the neck and drops to a sitting 
." § position on the mat, snapping the victim’s 


head backwards in the process. 
| Hien ; i . 
| tl A > 


af 4 = DAMACE: 5 (from Starting position or from Behind) 2 (froma Tie-up) § 
The attacking wrestler clamps his dominant hand around the 
victim’s trapezius muscle, between the neck and shoulder. 
This is a paralyzing hold which wears down an opponent very 


quickly. The wrestler applying the hold may brace the hand 
applying the hold with his other hand. 


DAMACE: 4 


CL] MANDIBLE CLAW 


The softest tissue on the human body is found just beneath the 
tongue, and that is the target of Mankind's bizarre finisher. 
Clamping his right thumb Under the victim's chin (bracing the vic- 


tim’s head with his other hand), he extends two fingers direcily into 
his opponent's mouth and pushes down on that soft tissue, render- 


ing the victim unconscious. 
DAMACE: 9 


BSL THE mosn PIT 


TOP 


SECRET 


With the opponent standing 
in the ring facing him, Mosh 
climbs to the top rope, leaps 
onto his opponent's shoul- 
ders, as if to delivera 
Hurricanrana, but instead 
rides his opponent onto the 
mat in a pinning position. 


FINISHER! 


' ? 
SR THE UT 


Very similar to a Fisherman’s Suplex, except that the victim's leg is 
not hooked, allowing for a higher-impact landing (but less likelihood 
of a pin). 


Reversal: 


OVERHEAD PRESS. DROP ONTO TURNBUCKLE 


The wrestler on n offense hoists the victim over his head as if -_~— a 
barbell (see Gorilla Press Siam), but instead of executing into a Body 
Slam, the victim is dropped, chin-first, onto the top turnbuckle. 


— 


OVERHEAD BELLY-BELLY SUPLEY iia» 63 


4 THM uT 


Just like a standard Belly-Belly Suplex, except the wrestler on offense throws his oppo- 
nent straight overhead, rather than at an angle. This is also a “release” suplex in that 
the wrestler executing it releases his opponent once the throw is in progress, rather 
than riding him to the mat. It can also be used to throw a victim out of the ring. 


DAMACE: 6 (from a Tie-Up or Start position) B vs. Running Opponent) & 


ha 


PAINKILLER 


* 
Ad Sc q ut 


With the opponent on his stomach, the 

re attacking wrestler locks up one of his oppo- 
nent’s arms in an armlock resembling the 

Cross Face Chicken Wing. 


7 


This is a Running or Charging Bodyslam, a variation of the 
Powerslam. The difference is that while the victim of a standard 
Powersiam is positioned over his opponent’s shoulder, the victim 
of the Stampede is held in standard Bodyslam position. 


ms DAMAGE: 7 


i. With the wrestlers face-to-face and the vic- 
tim bent forward, the wrestler on offense 
locks up his opponent around the midsec- | 


y tion, hoists him into an upside down position, 
. then throws him, shouiders-first, into the mat. 
? | ma a Hurricanranna 


Many variations of this move have evolved over the years (see 
Pedigree, Tombstone Piledriver) but the current fashion calls for the 
wrestlers to face one another, the attacking wrestler bending his 
opponent toward him. The wrestler making the throw then locks his 
opponent's head, face-down, between the insides of his thighs, 
grabs the victim around the stomach and hoists him into the air, 


me 


DAMACE: 


legs pointed upward. The wrestler executing the Piledriver then 
drops down into a sitting position, driving the opponent's head and 
neck into the mat with the weight of both men. 


versal (generic) 


Also known as a Tiger Driver, this move begins with the wrestlers face-to-face and the vic- 
tim bent forward. Ahmed locks up his opponent around the midsection, hoists him into an 
upside-down position, as if for a Power Bomb (see Power Bomb). But instead of throwing 
him down, shoulders-first, Anmed “rides” the victim's shoulders into the mat, while landing 
in a sitting position. 


~\ 


PUT OPPONENT ON TOP TURNBUCKLE 


oe > 
AJ BBE CJ § Dt FQ HH SR sc TH UT 


Placing a dazed opponent on the top turnbuckle can set him up for various high-flying f 
maneuvers, such as a Top Rope Superplex. 


DAMAGE: N/A 
POWERSLAM 


PRESS SLAM 


The wrestier executing the move catches a charging opponent, then 


pivots and swivels on his planted legs as he twist his — and the vic- 
tim’s — body around for a strong Body Siam. 


has been hoisted, Gorilla Press-fashion, 
over the attacking wrestier's head. 


DAMAGE: | 


~ Body Slam delivered after the opponent 


PUMP HANDLE SLAM ope __THE MOVES 


2 & 
; 4 


P : * 
$c TH UT 


This move is executed from behind, in the corner. The : - 
move starts out almost like an Abdominal Stretch but 4 REAR CHIN LOCK 
is instead transformed into a hard slam. 


re cts) BEER ERE 


With the victim on his back, the attacking wrestler 
locks his arm around his opponent's chin and 


stretches him. : 0 A M ACE: ml . 


se OAHACE: 3 


TRIPLE HP ta 


A variation on the Piledriver, in which 
Triple H locks his opponent's head 
- > between his knees and hoists him around 
the midsection. He then slams the victim, 
back-first, into the canvas. 


TOP SECRET! 


CHAPTER TWO 


~~ BEBE 


The wrestler on offense attacks his prone oppo- 
nent by wrapping his dominant arm around the 
victim’s neck, in a reversed headlock. 


DAMAGE 


.4 ~ ey 
6D Aw Sa sc TH ut 


A combination DDT and Neckbreaker. With 
the wrestler on offense standing with his 
belly to his opponent's back, he overlaps his 
arm around the victim’s neck and drops 
him, DDT-style, to the mat. Also known as a 


Deathdrop. 


DAMACE: 6 


MIRROR MATCHES 


This is an Indian Deathlock (see Indian 
Deathlock) delivered to an opponent 
laying face-down on the mat. 


DAMAGE: 6 


3 


SR 


This Is a Fuji Leg Bar (see Fuji 
Leg Bar) delivered with the 
victim on his stomach. 


DAMAGE: 3 


REVERSE PAINKILLER 


| 


1 This i isa ssmlasion- Bie arm lock (see 
Painkiller) delivered while the victim is laying 


face-down on the mat. * 
= DAMAGE: 5 | 


RUSSIAN LEG SWEEP 


With the wrestlers standing side-by-side, the wrestler on offense 
hooks his near leg around his victim’s and uses his near arm to 
obtain control over his opponent, throwing them both backwards to 


the mat. £ 
DAMACE: 4 "4 


L te | > 


This move is a form of throw in which the wrestlers face one anoth- 
er in a standing position. Rocky then locks up his victim around the 
neck in a variation on the Cobra Clutch (see Cobra Clutch), hoists 
him, then throws. him onto his back. 


mane bn ECRET 
ror S 


SAMOAN DROP 


DAMACE: 4 (trom a Tie-Up) 6 (from Starting Position) 


me SHORT-ARM SCISSORS 
_ 


i | 


With the victim on the mat, the attacking The wrestler on offense lifts his opponent across his shoulders, cq 
wrestler pulls his opponent’s arm taut, then if in a standing Fireman’s Carry, then slams backwards, driving} 
scissors his legs around the victim's arm. his own head into the victim's ribs when they crash fo the mat. . 


DAMACE: 4 


A simple but brutally effective move in which the vic- 
tim is laying, stomach-down, on the mat. The attacking 
wrestler then grabs the victim's foot, twists the ankle, 
and begins to bend it to the snapping point. A classic 


submission move. 
DAMACE: 9 : 


SHOOTING STAR PRESS 


| _ ;, 


One of the most visually impressive of all flying maneuvers. The victim is on his back, staring at 
the ceiling lights while the attacking wrestler scales the ropes, soars into the alr and exe- 
cutes a backward flip, landing chest-first on the victim. D A M A CE 9 


‘ | * 
i 
; iw sc fut 


Rs The wrestler on offense winds up as if to whip his opponent into the 
", topes or turnbuckle. Just as the victim builds momentum, however 

and an instant before the attacking wrestler releases the Whip, the 
= attacker catches the victim with a quick Clothesline (see 


1 Clothesline). 


4 


v OP ; 
SECRE! 


The wrestler applying this finisher begins with the same conditions as the 

Figure Four (see Figure Four Leglock). The opponent is on his back and the 

- attacking wrestler begins to apply what looks like a Figure Four, but 
instead of sitting down, the attacking wrestler turns his opponent over onto 
his stomach, then leans backwards, as if in a Half Crab (see Half Crab). The 
pressure is enormous and, because the victim is on his stomach, this sub- 


mission hold is among the most difficult to escape. 
DAMACE: 9 
$ 


The attacking wrestler delivers a football-style shoul- 
der block from the top rope onto a dazed oppo- 
nent’s chest and shoulder. 


SHOULDER BREAKER 
SIDE SLAM al 


The wrestier making the throw hoists his opponent 
. over his shoulder as if to deliver a Powersiam. 
. Instead, however, the victim is driven straight down, 
with his shoulder slamming into the dominant 
i wrestlers braced knee. 
Similar to a Side Back Breaker, only instead 


of dropping the opponent onto a braced , DAMACE: 6 (from Standing position) 2 (from a Tie-Up) 


knee, the attacking wrestler drops the victim 
straight down, back-first, onto the mat. 


DAMACE: 3 | 
" SINGLE-ARM DDT . 


SIDE BACK BREAKER 


The wrestier on offense — his opponent around the 


7 : & & 
waist and hoists him in the air, pivoting around to bring 
the victim parallel to the mat, facing up. The attacker 
eS then drops to one knee, dropping the victim onto his 


With the wrestiers facing one another, the braced knee, catching him near the floating ribs. 
attacking grappler bends his opponent for- 

ward and hooks him around the neck ina DAMACE: 9 
form of reverse headiock, before slamming 

backwards, driving his opponent’s head into 


. the mat. DAMACE: 6 


ae 
. 


SIDE BELLY-BELLY SUPLEX 
DAMACE: 6 (from Standing Position) 2 (from a Tie-Up) 


RRB 


This is a traditional Belly-to-Belly Suplex in which the wrestlers face one 
another and the wrestler executing the move locks his opponent’s 
midsection, then lifts and throws his victim sideways to the mat. 


Side Belly-Belly Suplex 


— 


SIDEWALK SLAM % TE MoM F 


i mom AJ SR ETH § ut — 
F : % _ 4 


The wrestler executing this move whips his opponent into the ropes, then catches 
him coming off as if in a Bearhug (see Bearhug). With his opponent’s momentum 
now fotally stopped, the wrestler executing the move hooks his foe behind the 
knees and pushes forward, slamming his victim, back-first, onto the canvas. Some 
wrestlers can execute this maneuver from the Starting Position or from a Tie-Up. 


DAMACE: 7 (from Starting Position or vs. Running Opponent) 3 (from a Tie-Up) J 


SMALL PACKAGE DAMAGE: 1% 


SLEEPER ERREB 


A pinning move, the wrestler on offense takes his opponent to the 
mat and “wraps up” his arms and legs into a “small package” which 
the attacking wrestler will attempt to hold for a three-count. 


a 


- 
i — 
A submission hold. The wrestler sidesteps 
his opponent, gets behind him and wraps 
his left arm tightly around his opponent's 
chin, bracing it with a vertically positioned 
tight arm against the victim’s right ear. 
The left hand then clamps onto the oppo- 
nent’s carotid artery, briefly cutting off the 
blood supply fo the brain and, eventually, 
rendering the victim unconscious. 


Two wrestlers stand back-to-front. The wrestler in front grasps 
! his opponent around the neck and flips him forward in a snap- 
ie like motion, throwing him back-first to the mat. 


a DAMAGE: 5 


—) 


DAMACE: 3 


SOMERSAULT SENTON SPLASH 


With one wrestler outside the ring, the wrestler executing 
the move charges toward the ropes, forward somersaults 
over them and lands, back-first, on his opponent. 


DAMACE: 8 


STANDING JUMP KICK Wa ¥ BER 


with \ the opponent on his back, the attacking 
wrestier takes a leg, plants his own foot in 
between his opponent's legs, and bends his & 
opponent's leg inward, using his own planted 
leg as a lever. The attacking wrestier contin- § 
ues to pivot, reapplying the hold several 

times or until the victim submits. 


Pelivensn from a weeding position, the wrestler on offense 
leaps into the air and delivers a stiff kick to his opponent. 


DAMACE: 4 


Li] SOMERSAULT LEG DROP 


TOP SECRET 


Also known as the 360-Degree Legdrop. With his victim lying on the 
mat, Thrasher climbs to the top turnbuckle, leaps and somersaults 
forward, landing wilh a Legdrop across the victim's throat. 


SUPER EXTRA STONE COLD M2 
SECRETS MIRROR MATCHES 


Beat the Challenge * 
vith Steve Austin on _ i | 
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SPINEBUSTER 


From a Starting position or against a running opponent, the wrestler 
catches his opponent in a hold resembling a Bearhug (see Bearhug). 
From this position, the wrestler in command spins on his feet and slams 
his opponent down, spine-first, onto the mat. 


DAMACE: 6 (from Starting Position) 7 ws. Running Opponent) 


SPINNING HEEL KICK 


momentum until he is several steps away from the victim. 
The wrestler executing the move then leaves his feet, j 
spinning backwards and delivering a roundhouse kick in n ‘ 


the process. a 
3 DAMACE: 4 & 


DAMACE: 3 j 


A Splash is basically a spread-eagled dive onto an opponent. The 
victim can be either on his feet, back or stomach, and various 
wrestlers can initiate this maneuver from a standing position, from a 
running start, from the top turnbuckle or apron, or even over the top 


rope to a victim outside the ring. 


<< 
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DAMACE: 3 (Opponent in Corner) 7 (Ground Hits, Standing) B (From Top Turnbuckle or Apron) 
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With the victim on his back, the wrestier 
in command “steps over” his opponent's 

| leg and grabs his foot, bending it back- 
wards around his own pivot leg, putting 
pressure on the victim's ankle. 


DAMAGE: 3 
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With the opponent on his stomach, the wrestler 
applying the STF steps into a Toehold, then drops 
to the mat, maintaining the hold, and bars an 
arm across the victim's face in a Chinlock-type 
maneuver. The STF gets its name from the fact 
that it combines a Stepover Toehold with a 
Facelock, literally bending the victim’s head 
backwards toward his feet while his legs are 
being bowed In the opposite direction. 


DAMAGE: 4 | 


Eds 


This is a variation on the traditional Elbow Smash, 
delivered abruptly after stepping behind the victim. 


DAMACE: 4 
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STONE COLD Fy ty} 3 


Austin's finisher is actually a two-part move. The first portion of the attack 
comes when Stone Cold unleashes a sudden, savage kick to his oppo- 
nent's midsection. Then, with the victim bent over forward, Austin turns his 
body, positioning himself back-to-belly with his opponent. He then places 
his victim's head on his shoulder, locks it down by wrapping an arm around 
the victim's neck, then drops into a sitting position, jamming the victim's 
jaw into Austin’s Stone Cold shoulder. 


ry “sy MY 
ror SECRI 


STUMP PULLER 


bowl 
; 
BB [Gp 


With the opponent seated helplessly on 
_ the mat, the attacking wrestler stands 

behind him and pulls up, submission- F 

style, on the victim’s legs. 


DAMAGE: 4 | 
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With the victim standing stunned in the middle of the ring, the attacking wrestler leaps off the 
top turnbuckle and flies over the victim’s head and toward the mat. Before landing headfirst 
behind his opponent, however, the wrestler on offense grabs his opponent around the waist 
and pulls his own head up between his opponent's legs. The momentum flips the victim back- 
wards with the controlling wrestler rolling into a pinning combination. NOTE: This maneuver 
can be executed by only a few wrestlers from the top turnbuckle, but all wrestlers in the 


game can attempt this move against an opponent who’s outside the ring. 


DAMAGE: 2 
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CHAPTER TWO 


--, SUPERPLEX 


SUPLEX OFF APRON +, ERR fa 


i A Suplex (see Vertical Suplex) delivered with the 


> ° attacking wrestler’s feet planted on the second rope 
. % = = while the opponent sits helplessly on the top rope. 
Ad FO § Gp ut 


This is a Vertical Suplex delivered by a wrestler standing § ~ DAMACE: 5 8 
outside the ropes, on the ring apron, to a wrestler standing wh 

inside the ring. This is a “release”-style suplex, as no one 
would want to ride an opponent backwards off the apron! 


DAMACE: 6 
SWINGING DDT 


The wrestler on offense rotates around his opponent while locking him 
into a Front Facelock, gaining momentum in the process. In a single, 
fluid motion, while maintaining the Facelock, the wrestler executing 


the move jerks backwards to the mat with the top of the victim’s ~ / 
head taking the brunt of the bump upon landing. 


TACKLE WITH PUNCHES 


TEXAS CLOVERLEAF 
aan AERRE 


The attacking wrestler tackles his opponent, football- 
style, and immediately follows the impact with a barrage 
of punches to the head. 


~*~ BRER : DAMAGE: 5 


With the victim on his stomach, the attacking wrestler 
overlaps his opponent's legs, reaches down to establish 
his arm as a vertical base, and locks in. Similar to an 
Indian Deathlock (see Indian Deathlock), except it’s 
being executed entirely with the attacking wrestler’s 
arms, thereby allowing his legs to apply leverage. 


DAMACE: 4 | 


THE MOVES 
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With the victim on his belly, the wrestler on offense 
plants a leg in the small of his opponent’s back. He 
then wraps up his victims’ arms and/or legs, pulling 
the legs toward the head and the arms toward the 
rump. The move gets its name from the fact that the 
wrestler applying the move appears to be standing 


on a surfboard. 
» DAMACE: 5 } 
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This is Shawn's high-flying side kick delivered to the victim's chin. 


ITH PUNCHES 


This maneuver has the attacker charging his opponent, then leaping 
into the air and slamming into the victim, chest-on-chest. The 
momentum carries the attacker forward and knocks the victim back- 
wards into a pinning situation. The attacking wrestler then presses his 


,DAMACE: 7 | 
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advantage with a flurry of punches. 


THRUST TO THROAT 


PE With his fingers clamped together, the wrestler 
delivering this blow drives his stiffened finger- 
LAS tips directly into the victim's throat. 


DAMAGE: 6 
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The attacking wrestler ties up his opponent’ 
legs in the top turnbuckle, causing him to hang 
helplessly from the top rope (i.e., tied to the 
Tree of Woe). This is followed by the attacker 
charging diagonally across the ring into his 


THROAT TOSS. 


Similar to a Choke Siam, oe the victim is lifted in a 
choke hold and is thrown rather than slammed. 


DAMACE: 6 
TOP ROPE SUPERPLEX 
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In the standard Superplex, the victim is seated on the top rope and 
the wrestler on offense is standing on the first or, more commonly, 
the middie rope when the Suplex is executed. In the Top Rope 
Superplex, both wrestlers are standing on the top rope when a 1. 
Vertical Suplex (see Vertical Suplex) is delivered. a 


DAMACE: 3 = a 2 
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TOP WRISTLOCK 
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helpless opponent’s midsection. ) a fe a 


DAMACE: 7 B This is your basic overhand Wristlock. 
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DAMACE: 2 
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The Tombstone Piledriver (see Piledriver) is delivered belly-to-belly, 
with the victim held inverted against the body of the wrestler exe- 
cuting the driver, his head locked between his opponent's legs. 
The wrestler in command then drops to his knees, slamming the 
victim into the mat, head-first. 


ror SECRET 


A Drop Kick (see Drop Kick) delivered off the top : REFLECTIONS j 


rope where the attacking wrestler leaps high into 


the air and hits his victim while descending at an ; : : 
almost vertical angle. | ; (N64 ONLY) ] 
= DAMACE: 8 a —— | 


Beat the erallenas with 
= any wrestler on any diffi- 

| culty, and you'll be able to 
| change the wrestlers’ 

= shadows into full-color 
reflections instead! Ever - 


wonder what if’'d be like to 
wrestle on a mirror? Now's” 
your chance to find outl 


With the victim clamped in a sort of standing 
Fireman’s Carry and stretched across the 
attacking wrestler’s shoulders, the wrestier exe- 
cuting the maneuver grabs the victim around 
the neck with one hand and around the legs 
with the other. He then pushes both head and 
legs forward, which forces the victim’s spine to 
arch painfully backwards against the back of 


the attacking wrestier's neck. 
DAMACE: 


Also known as a Full Eagle Suplex, the wrestler making as : 
the throw stands facing his opponent, then bends him for- 

ward, as if for a Piledriver. Instead, however, he under- 

hooks the victim’s arms (as in the Pedigree) in an inverted 

Full Nelson, locks his fingers together, then hoists the vic- | 

tim straight into the air and releases the move as the 

opponent sails overhead toward a back-first meeting \ 


with the canvas. a } 


VERTICAL SUPLEX 
DAMACE: 7 


The throw begins with a Front Facelock maintained by the attacking 
wrestier’s non-dominant arm, while the dominant arm reaches down 
and grabs a handful of the victim's tights. The victim is then lifted 
straight up and into the air, feet pointing to the sky, at which point 
the wrestler executing the throw “rides” it backwards, maintaining 
the Suplex, thereby adding his own weight to the impact of the 
opponent's landing. 


ge Vertical Suplex Reversal (Generic) 


a ae 


j >, ~ =) A sideways, sliding roll-up in which 
a 


the victim is trapped, hand and foot, 
and rolled into an eventual pinning 
combination. 


DAMACE: 3 


Since this book was created before the 

War Zone games were released, there 

may have been last-minute changes 
oe that we were unable to include herein. 

| ui For corrections, additions and extra 

' , strategy tips, visit our companion web 

site, at 


This move is very similar to the Spinning Heel Kick, 


but delivered from the top rope. 
DAMACE: 9 


The Beeonant is siniawn or swiped" by't the attacking wrestler. Damage only occurs if the vic- 
tim runs into the corner turnbuckles, the ring apron, the barricades or the side of the cage (in a 
, cage match). 


CHAPTER THREE 


STRATEGY, TIPS AND 
SECRETS 


What makes the War? ‘ 
Zone tick? What are 
the special secrets 
and hidden strate 
gies that will allow ‘4 
your superstars Tto§ ' 
climb the rankings% 
and seize the strap? : 
The inner workings 
of WE War Zone @ 
revealed here, with 
all the info yous 
need to stay ing 
contention. Learn ily 
everything from : | 
the number of * 
moves you should € 
cute to the reason Ther 
call them “high risk) 


Pa, b 
maneuvers! . jj} } } HT, 
WY 
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In War Zone, the results of a 
tie-up are determined through an increas- 
ingly sophisticated series of filters. 


THE TIE-UP 
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gives you a 1 - 3 point 
advantage; medium blue a 
4-6 point advantage, and 
dark blue indicates a bonus 
of 7 or more points. Now 
when we tie up, even if he 
goes for a wimpy kick, | still 
stand an excellent chance 
of pulling off a high damage 
maneuver because of that 
bonus. 

It’s always advantageous 
to go for a tie-up when you 
know you're likely to win. You 
get a 3-point risk bonus to 
any move you pull off out of 
the tie-up — unless your 
opponent is stunned. 

The logic for determining 
low and medium moves are 
the same. The kick-punch tie-ups are the 1-2-3 
moves. Any direction press followed by kick, 
punch or tie-up are 4-5-6 moves. But the 7-8-9 
moves are dual-directional combos which tend 
to be specific to individual wrestlers. The Bulldog’s 
Hanging Vertical Suplex, for example, is his high- 
est damage move out of a tie-up. And, as dis- 
cussed elsewhere, a few finishers are delivered 
from the tie-up as well. 

Some players, used to older 
wrestling games that let them master a few sim- 
ple moves and still win matches, will find them- 
selves in a whole world of trouble if they employ 
that strategy In this game. 

Let’s say you keep doing a hip toss out of the 
tie-up. It’s just a 1 point damage move, after alll, 
but it'll always succeed, right? 

Wrong. 

if a player continues to enter low-risk moves 
from the tie-up, there’s a chart the game con- 
sults in which low-risk moves are able to always 
be beaten by certain higher-risk moves — 
regardless of any other bonuses. 

SO remember: 

If your opponent picks a "1" damage move, a 
"6" or "9" damage move will always beat it. 

If your opponent picks a "2" damage move, a 
"5S" or "8" will always beat It 

If your opponent picks a "3" damage move, a 


"4" or "7" will always beat if. 

It’s a little bit of rock, 
paper, scissors, but it works. If 
a guy Is going with the 
cheesy, low-risk stuff and you 
know he’s going to keep 
doing it, you can pull off a 
corresponding high-damag 
move on him and discour- 
age that type of wrestling in 
the future. 


REVERSALS 


Many of tne more power: 
ful moves in War Zone are 
reversible. The process to 
reverse one of these moves 
is quite simple: Press "Block" 
at the right time and you'll 
get the reversal. If you press Block too early, you 
miss your chance. Too late? Obviously. One item 
to note: the more damaging a move, the less 
chance there is to reverse the move. 

There is another hitch to reversing a move here; 
your wrestler has to have the counter-move in his 
moveset. For example, your opponent has a 
Hurricanranna that he keeps popping you with 
and you're a bit sick of it by now. The reversal to 
the Hurricanranna is the Power Bomb — but If 
your wrestler doesn't have the Power Bomb as 
one of his moves, you can't reverse the 
Hurricanranna. And so on, 


OFFENSIVE GET-UPS: 


If your Opponent keeps knocking you down, 
then crowding your space, the offensive get-up 
will help make a little space for you. Simply press 
"Punch" when your wrestler is getting to his feet 
and you will smack your opponent, either knock- 
Ing him down or at least pushing him away from 
you, giving you some time to get organized. 


IN AND OUT OF THE RING 


There are some situations that will never come 
up in a conventional fighting game that can 


happen quite often in W& War Zone. Here are a 
few: 


1) If you're outside the ring and your opponent 
is In the ring near you, push any button (Punch, 
Kick or Tie-up) to try to pull him out of the ring. 

2) If you're up on the ring apron and you're 
near an opponent who's in the ring, hit Punch or 
Kick to try and punch him over the ropes. Or hit 
Tie-up — if your opponent's back is to the ropes, 
you Il catch him in a Headlock, and if he’s fac- 
ing the ropes, you'll give him a Hiptoss right out 
of the ring! 

3) If one of your opponents 
is on the apron and you're in 
the ring, you've got a few 
options. You can run against 
the ropes and into your oppo- 
nent, knocking him to the 
concrete floor. (However, if he 
hits Block in time, he can grip 
the ropes and not fall!) Or you 
can punch or kick him off the 
apron. Finally, you can hit 
"Tie-up" and go for a Vertical 
Suplex into the ring. 

4) Want to toss your opponent out of the ring, 
over the top rope? Get his back up against the 
ropes, then hit the combo for Whip from Starting 
Position (direction, direction, Block). You'll pick 
him up and dump him onto the floor! 


When your opponent Is stunned, there’s an 
evolution of strategy as the match continues. _ 

Early in the match, your opponent | isn’t going ~ 
to stay stunned lor 
time to get f6e fan IC 
him into a tie-up and df Dells g high-damag 
move. You don’t get the tie-up bonus (because 
he’s stunned), but you get a sureshot 9-pointer if 
you want it, with a double- -damage bonus 
because he’s stunned. 

A bit later in the-match, your weakened oppo- 
nent will stay stunned for a while longer — ira 
enough for you to get behind him and hit him ~ 
with a "From Behind" move for triple damage: 

Finally, late in the match, when you've somi- 
ened him up so that he’s stunned for a nic lo 
time, climb to that top turnbuckle and n [ 
with a quadruple-damage uel MO e, 
that’s gonna hurt! : 


defensively or working the same.few moves 
» death: 


— you're not going to have °* 
sy. SO your best bet is to e 


: good chanc e fe 


STRATEGY & TIPS Cz 


The World Wrestling Federation refers to its 
product regularly as "sports entertainment." We 
War Zone takes this philosophy literally. With a 
huge list of audience caitcalls and a game-relat- 
ed crowd response meter, you have to show 
some range and take some risks in order to get 
over with the fans — which actually increases 
the damage you inflict on your opponent! 

a with their ratings for Strength, Striking 

Ability, etc., each wrestler has a 

| Charisma rating. The higher a 

| wrestler’s charisma rating, the 

/ more patience the audience 

| will have with him; the lower the 
rating, well... let's just say that 
wrestler is going to have to work 
his butt off in order to win the 
crowd over. So, while a wrestler 
with "10" charisma can get 

| away with a fairly ordinary, 
workmanlike match, a wrestler 

with a "I" charisma had better be a ball of fire in 

that ring. 

The charisma ratings are not related to the 
wrestler’s status as a fan favorite or rulebreaker. A 
wrestler gets the crowd on his side by performing 
high risk, high impact maneuvers and by mixing 
up his selection of maneuvers. The crowd gets 
restless when a wrestler is boring — fighting too | -_ 


“Take some chances, execute a few big de 
age moves successfully, and the crowd 
chanting your wrestler’s name; allowing 


your opponent with the crowd’ s lusty, full-thfoat- 
nis allows you tos et ula some big- 


gle mace a full f 
Previous wres 

ned by some 
Arees." This lay 
execute the s 
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no chance of executing it a third time. The 
crowd in War Zone, however, eliminates the need 
for this artificial device. A really skilled, high 
charisma wrestler might get off the same move 
five times in a row 
— but he still risks 
getting on the 
crowds’ nerves, 
Of course, you 
can attempt any 
# move at any time 
However, the more differ- 
ent moves you execute, 
the better off you are 
Crowds likes diversity 
and wrestlers with a lim- 
ited repertoire will suffer 
from those crowd reac- 
tion bonuses which will 
be awarded to their 
opponent. War Zone 
forces players to expand their number of moves 
and keep from falling into a comfort zone which 
ultimately limits your enjoyment of the game. 

In one of the game’s most unique effects, indi- 
vidual fans will call out to your wrestler. These 
taunts were generated in stereo, so if you listen 
closely, you'll actually be able to tell where the 
remark is coming from within the virtual arena. 

If you hear encouraging catcalls, you can tell 
who's currently more likely to get the crowd 
chanting his name. Conversely, when somebody 
at ringside tells you that you stink, It’s a pretty 
good cue to start mixing up those moves 
and taking the offense before you get 
buried. 


FLEXES & TAUNTS 

Wrestlers have the ability to flex their 
muscles or taunt their opponent in the 
~ fight situation. A flex or taunt can produce 
double damage on the next move, If exe- 
cuted successfully. In fact, once you get 
really skilled at "working" a crowd, you can 
get a chant going. Then, while the crowd 
calls your wrestler’s name, you flex, then 
scale the top rope and execute a move 
with four times the normal damage! So 


” 


let’s say you have a big strong guy doing a 7 
point move — he would get another 2 points in 
damage for his strength, with the whole thing 
multiplied by 4! It becomes possible, under this 
scenario, to take out one-sixth of an opponent's 
total damage in a single maneuver! 

Warning: The damage bonus after a flex or 
taunt applies to whoever executes the next 
crowd-pleasing move — including your Oppo- 
nent. So if you get the crowd fired up, you'd bet 
ter make sure you're the one pulling the next 
move off. Talk about your double-edged 
swords...! 


PLAY-BY-PLAY 


Make sure you listen very closely to the play-by- 
play generated by Vince McMahon and J.R., 
because they will cue you in some very impor- 
tant ways. For example, if your style is about to 
start boring the crowd, the announcers will make 
a remark to that effect (‘The crowd’s starting to 
get restless, Vince!") 

If you pull of a hot move C'What a clothesline 
by Mankind!") you will be similarly alerted by the 
play-by-play and color team. So keep your ears 
open — as with the real thing, in w& War Zone 
Vince and good old J.R. have a lot to tell you 


RING GENERALSHIP 


When a wrestler is described as a "Ring 
General", it refers to his ability to make use of the 
ring to his benefit. A true ring general first deter- 
mines what 
kind of 
opponent 
he’s facing. 
If he’s up 
against a 
speedy 
opponent 
who likes to 
fly, he will 
"cut down" 
the size of 
the ring. This 
ls done by 
forcing the 
action into a 
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TAG TEAMS 
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deueeeinag the Gemini- 
style tandem find their resources 
cut in half. Again, they have to 
continue tagging in and out so 
that the wrestler in the ring is 
always in peak condition. 
Anything that interrupts that 
exchange cripples the effec- 
tiveness of this type of team. 


3) FLYERS 
High-flying tag teams have been popular since 
the ‘50s. They present a constant threat from all 
directions, and their high-risk attack can gener- 
ate big dividends even against larger teams. A 
good example of a flying team 
in War Zone would be Shawn 
Michaels and Thrasher. 


STRENGTH: Flyers are usually in 
excellent cardiovascular condi- 
tion and, unlike the larger 
wrestlers — whose huge muscles 
require constant infusions of 
oxygen, and generally lack 
endurance — they can usually 
outlast the big men. If they 
keep tagging off and don’t let ihedtiaaes get 
caught, flyers can upset even the biggest 
tandems. 


WEAKNESS: If a smaller wrestler falls into the 
Clutches of a larger wrestler after a failed high risk 
maneuver, he will get hurt. He is then apt to be 
isolated and destroyed. 


4) POWER FLYERS 
This type of team was popularized by the British 
Bulldogs and the Legion of Doom. These were 
power wrestlers capable of fly- 
ing. Usually one member of the 
team did more flying while the 
other executed most of the 
power moves. Nonetheless, 
both wrestlers are able to han- 
dle either end when necessary. 
Any combination of Owen Hart, 
Ken Shamrock and Anmed 
Johnson would probably make 


a good team of this type. 


| STRENGTH: This kind of team 
offers a more complete pack-. 
age, able to use superior 
strength in conjunction with a 
high impact aerial attack to 
dominate almost any type of 
team. 


: WEAKNESSES: When this type 
of team gets beaten, it’s generally because they, 
have been lured into fighting a match that is 
either all Dower or all flying. A power team will 
attempt to draw them into a power match, 
thereby negating the Power 
Flyers’ all-important edge — 
their flying ability. In a test of 
pure power versus power, the 
Power Flyers will not match up | 
as well. A similar scenario can 
be set up by pure flyers, who 
entice the team to take to the: 
air where they lose the advan-. 
tage of their strength. 


A Few More «f War Zone 
Tag Team Tips: 


e When wrestlers tag off to their partner, they 
have 5 referee counts (about 15 seconds) in 
which they can double-team an opponent, after 
which the wrestler tagging out is forced outside 
the ring by the computer. 

¢ The wrestler standing on the apron should not 
wander around. Every 2 counts (each count rep- 
resents about three seconds) a wrestler spends 
standing in the correct neutral 
spot earns them 1 count of 
what Is called Ring Time. Ring 
Time can be used to get in the 
ring and double-team an 
opponent, or it can be used to 
break up a pinning or other- 
wise dangerous situation facing 
your partner. Ring Time is very 
valuable, so don't squander ft. 


STRATEGY & TIPS _ 
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the qualities which make up our virtual 


1) STRENGTH 

This factor determines how 
much damage a wrestler 
can do with fe) Aigh move. 


Strength j is 5, soa 
wrestler with a "0" 
Strength will exe-_ 
cute 70% of the 
: i pos- 
sible ona — 
move while a 
grappler with 
qa" 


: ‘Bell = +1 E 
Closed Chair=+3 9 
Open Chair = +3 : 

TV = +4 
Video Camera = + 


TWITCHING 


GENERAL TIPS 


> 
Damage Bonus Levels 


Behind Opponent 
Opponent Stunned 
Crowd Chanting 


Turnbuckle to Inside of Ring 


FromTopofCage 


NOTES: 
* Bonus Levels are additive. For any and all situations that are true when execut- 


ing G move, add up the corresponding bonus levels and ‘multiply that number by 
the move damage io get your total damage. 

(Example: Hitting a stunned opponent from behind with a weapon while the 
crowd is chanting for you would work out to: 1 for the move, 1 for being behind the 
opponent, | for using a weapon, | for the opponent being stunned, and | for the 
crowd bonus equals 5, which means your move will hit him for 5x damage!): 

* If you bounce off the ropes before doing a Running move, you geta 50% dam- 


age bonus. 
* Reversals double your Crowd bonus. 


More Tips From the Game Designers 
and Playtesters at Acclaim! 
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advanced user. It is based 
on numbers and dam- 
ages. When you think you 
have it down, you figure 
out counter tie-up 
moves. Certain moves 
beat other moves, such as 
a specific 9 damage will 
beat a certain 
1. This pre- 
vents people 
from picking 
the same 
quick easy 
move over and 
over. Once you 
have this down, you 
will need to adjust In 
the tie-up bonus for 
the ultimate way to 
put your opponent 
away quick. 
e The crowd 
bonus is huge for 
gaining or losing 
m the advantage. 
Don't ignore this 
aspect of game 
play. This crowd 
bonus Is symbol- 
ized by how dark 
blue your name Is. 
The darker the 
name, the bigger 
the damage bonus. 
¢ Soften up your 
opponent to get 
the tie-up advan- 
tage before engag- 
ing in a tie-up. This 
will give you more of 
8 an opportunity to 
pull off a more dam- 
aging move. 
e You need to 
\ watch the your 
. Gamage meter 
» to see what gets 
bonuses. 


} 


Bouncing off the ropes does more damage that ° 
a normal running attack. Once your learn what 
does what, you can go for max damage. Leap 
from the turnbuckle with the crowd bonus onto 
stunned opponent for 4X damage. That is going 
to leave a mark! 

¢ Follow up kicks, punches and blocks with a 
quick move from the Start position. Some slower 
wrestlers are quick to react, so go in for the kill. 


TL. Shelton 


Quality Assurance 


« Memorize your moves, ranges, ANG reversals. 
They vary for each wrestler. 

¢ Practice tapping your block button so that 
you can react after your opponent has failed to 
grab or hif you in any way. 

¢ Don't be afraid to be dodge crazy. 
Remember, you can’t grab what you can’t catch! 

e Learn to use any type of advantage that you! 
may have. Don’t be afraid to use the light blue 
"crowd" advantage. This will save you from being 
pummeled a lot. Always working for the dark 
blue advantage will most likely get you in trouble 
instead of helping you. (Don’t get me wrong, 
definitely go for a tie-up. You have the advan- 
tage, use if!) 

¢ Adjust to your opponent's style while con- 
stantly switching your game up. This will keep him 
guessing. 

e Use many different moves. The crowd likes 
this and will get on your side quicker. With this 
technique, you will be inflicting serious damage 
in no time at all. 

¢ Don't forget about the turnbuckle and rope 
moves. The cause enough damage to be worth 
the risk involved. 

* Taunts/Poses should be saved for the more 
advanced user. They double the damage for the 
next move, but this applies for both wrestlers. They 
can be very risky with the amount of time the 
taunting/ posing wrestler is exposed. Remember, 
taunts do not affect a stunned opponent. 


Preston Whitney 


Quality Assurance 


For even more strategy tips; check out the. 
interviews in the "Behind the-Scenes" chapter!” 


Vs Co] |. N (XTC 


Since this book was created before the 
War Zone games were released, there - 
| may have been last-minute Changes 
that we were unable to include herein. 
| For corrections, additions and extra 
| strategy tips, visit our companion web 
Bicwei 
| http: //www.acclaim.net/games/ “ze 
wwf-warzone/strategyGuide.html 
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CHAPTER FOUR 


HOW TO RUN 
YOUR OWN 
PROMOTION 


Interested in entering = 
even more deeply into 
the wildly entertain- “2 
ing World Wrestling 
Federation unt- 

verse? Well, 

there is a way 

to get , 
there, 

and it’s called a 

Virtual Promotion. 
Check it out — you 
may find yourself fi 
running a rousing 


wrestling promotion 
that even Vince 
McMahon would be 
proud to call his own! 


As we've seen, the Challenge scenario 
allows a single player to take a wrestler and 
guide him through the ranks to the top of the 
World Wrestling Federation ladder. There is, 
however, yet another way to simulate this 
sense of being part of a wrestling promotion, 
and that is through the formation of a 
“Virtual Promotion”. 

This is a setup whereby a group of gamers 
get together and form their own version of 
the World Wrestling Federation. Up to a 
dozen or more players can participate, live 
and in person, on a weekly basis. If you 
have many potential members, each player 
would get to control a single wrestler. If 
there are only half a dozen or so gamers in 
your promotion, then each gamer can con- 
trol two wrestlers. 

Here's an easy, step-by-step guide to set- 
ting up your own promotion. 


1) DRAFTING 


The first thing that must be 
done is the dispersal of talent. 
Using some random format 
(rolling dice works well), the 
gamers each draw a draft 
position. The player with the 
number one pick gets the first 
choice of which wrestler he 
wants to guide to the top. The 
player with the next pick takes their choice 
and so on, until all the wrestlers have been 
assigned. 

Remember, great care was taken in the 
making of we War Zone to ensure that any 
wrestler can beat any wrestler, so no one will 
be at a disadvantage. 


| 2) SEEDING 


___Tostart a campaign, it will be necessary to 
- establish random seedings (rankings which 
~ determine who the champions are and who 
must fight who to move up in the rankings). 


RUN YOUR OWN PROMOTION Ce 


Fortunately, the game already contains the 
required tools to establish random seedings. 
Simply access the Challenge option, select a 
wrestler, then copy down the seedings as they 
appear on screen. These will serve as the rank- 
ings for your Virtual Promotion. 

Of course, using this system means that one 
wrestler will simply be arbitrarily crowned 
Champion without winning a single match. 
Live with it. If the lucky player isn't worthy, he 
will soon be bounced from that lofty position. 
We also recommend ignoring the 
Intercontinental Championship when playing 
in this mode for reasons explained below 
(Crowning a Kingpin”). 


3) MATCH MAKING 


The key to any league or promotion such as 
this is regular competition. Ideally, all the mem- 
bers of the promotion should show up at least 
once a week for a major card. 
This will be just like an actual 
wrestling event, with superstars 
who finished lower in the seed- 
ings battling one another in the 
preliminaries (undercard) to 
move up, while the top wrestlers - 
go at it to determine champi- 
onships and top contenders 
(main events).- Ag 

See the charts on the follows 
ing pages for an example of ers to males 
your wrestlers up. . 


4) THE PROMOTER 


While it is possible using basic democratic 
principles (i.e. majority rules) for everyone in. 
the promotion to run a wrestler or two, there is 
an alternative method in which one ofthe = 
gamers assumes the role of Promoter. This role 
is similar to the Game Master in a non-elec- . 
tronic fantasy role-playing game. While the 
Promoter doesn't actually get to participate in 
the quest/campaign by running a... 
character/wrestlerhe is, in this case, a Virtual 
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Vince McMahon. He sets up the cards, deter- 
mine the contenders (all other rankings being 
equal) and track the win/loss ratings as wrestlers 
move up or down in the pecking order. The 
Promoter can also dictate specialty matches. 
And maybe even provide running commen- 
tary during the matches, if he 
really wants To “get into it"! 


Z 


While the 
actual num- 
ber can be 
determined 
by the 
members of 
the promotion, 
we recommend that 
once two wrestlers are 
matched up, they are 
automatically locked into 
a feud. A feud is settied 
when one wrestler wins a 
majority of the matches, 
establishing dominance. 
The number can be as little 
as best two out of three (but not recommended 
since luck would be too big a factor) or as many 
as best seven out of 13 (after that point, the 
interest would begin to fade). The wrestler who 
wins, advances (unless he was fighting a wrestler 
ranked lower than him, in which case he simply 
maintains his position). The wrestler who lost 


A FEUD is settled when one 
wrestler wins a majority of 


T 
I~ 


the matches, establishing 


would drop back a slot (unless all the wrestlers 
rated below him also lost their feuds in this round: 
in which case he would stay where he was). 


We recommend when playing this game in 
Virtual Promotion format that the 
Intercontinental 
belt be ignored 
and the 
wrestlers fight 
exclusively for the | 
World Heavyweight tf 
Championship | 
strap. The existence ¥ 
of two belts creates | 
a lot of problems in this 
type of environment. For 
example, the 
Intercontinental Champion 
is, in theory, always the 
Number One challenger for the 
World title, and that would leave a 

situation where whoever was World 
Champ would also be 
intercontinental Champion, thereby 
confusing the process needlessly. 
Besides, eliminating the IC strap gives 
the big belt all the more significance! 


a 


You now have a fully functioning promotion, 

a virtual clone of the World Wrestling Federation 
and, if you let the group play at your place, you 
can probably get to be the Promoter as well. So 
take It to the limit. Have a weekly party with 
guests over to watch the matches (in fact, if you 
ran your events on Mondays, you could finish 
the evening by watching Raw/WarZone togeth- 
er). Do interviews promoting your wrestler(s). 
Have fun. And watch as the various gamers 
spend the rest of the week practicing relentless- 
ly with their wrestlers, just so they can spring that 
surprise maneuver at the next week's event! 
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HOW to START A PROMOTION WITH 10 WRESTLERS 
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CHAPTER FIVE 
BEHIND THE 
SCENES 


step behind the curtain, 
ladies and gentlemen, 
and get the "insider" 
_ lowdown on how this 
~ revolutionary 
wrestling simulation 
was constructed. Learn 
how images of the 
wrestlers were digitally 
— mapped at Acclaim's 
world famous motion 
= capture installation, and 
how changes in the 
N dynamic World Wrestling 
N 
S\ 


Federation threatened To 
alter the game itself. It’s 
‘all here ... behind the 
yscenes. 


tronic wrestling simula- 

tion is one of the tough- 
est tasks that any develop- 
ment group can face. 


Brenc. a realistic elec- 


Producing a wrestling 
game with literally hun- 
dreds of moves is an 
assignment most members 
of the software community 
would consider totally unre- 
alistic. Nonetheless, that’s 
just what the Iguana Salt 
Lake (formerly Sculptured 
Software) crew and 
Acclaim producer Mike 
Archer set out to do with 
WE War Zone, the latest 
entry in the long and 
successful World 
Wrestling Federation 
game franchise. 

None of the game’s 
planned innovations 
would work, however, 
unless the game were 

set In a 3D environ- 
ment. "When we first 
iy decided to go to 3D, 
Mm we met with some resis- 
if tance," admits Archer. 
| "They felt it would be 
tough to do grapples 
and lock-ups and holds, 
the twining of the 
bodies. But Iguana 
salt Lake has been 
able to iron out all 


those problems. It was a natural 
progression: the next generation 
of technology and the new wave 
of wrestling. It was a natural — 
they were made for each other 

The new wave of wrestling that 
Archer refers to has been led by 
Vince McMahon’‘s World 
Wrestling Federation. McMahon 
revolutionized pro wrestling in the 
mid-’80s and now, in the fading 
years of the 20th Century, he is 
reinventing it all over again. The 
cutting-edge ring entrances and 
overall production values that 
the promotion pioneered a 
decade ago have been recon- 
ceptualized. Shows like Raw and 
WarZone, with their battlefield 
pyrotechnics and perfectly lay- 
ered dramatic presentation, rep- 
resent the leading edge in what 
McMahon has always called 
"sports entertainment." 

Archer has been with Acclaim’s 
wrestling franchise for several 
years now. "| came in right after 
Royal Rumble and took over 
Raw. I’ve been the producer on 
every World Wrestling Federation 
release since then." Before that, 
he was a game tester at Acclaim 
and before that, Mike had actu- 
ally trained to be a pro wrestler. 
So why did he make the transi- 
tion from vertical suplexes to 
video games? "Wrestling was too 
tough a way to make a living," 
he admits. "| had a girlfriend and | 
was thinking about getting mar- 
ried when | saw an ad in the 
paper for a job at Acclaim as a 
game tester. | was 26 years old 
(most playtesters are younger 
than that), so | was basically tak- 
ing two steps backwards In order 
to move ahead. But when | got 
to Acclaim, they were doing 
wrestling games and | was able 
to offer a lot of input and | 
moved on from there." 

The Iguana Salt Lake team 


# 
IND THE scone 101 
working with Archer was headed — motion capture suits, co: 
up by designer Tim Huntsman, spent weeks execut- : 
who counted Mike Archer among ing some of the 
_ his main assets in getting this most dangerous 
incredible job completed to moves in pro 
| everyone's satisfaction. "Mike real- wrestling. 
ly knows his stuff. He’s got a very "We went through 
good concept of the wrestling every single one 
industry and he was able to fight of these moves," 
| certain powers-that-be to make Archer 
sure we got some of the new, explained. "We 
evolving moves into the game. had the guys in for 
On our end, we've jumped about a week-and- 
through technological hoops to a-half first time, and 
create the space to hold all these then we did a pick- 
images and animations. These up shoot, We had 
' wrestlers have a lot of moves. We Dr. Tom — who's still 
have a list of around 500 moves, got a lot of life left 
but no one wrestler can execute in him — doing Asai 
them all. It's never been done on  Moonsaults while P.J. did the 
| this scope before, but based on Hurricanrannas and stuff like that. 
the fact that our graphic technol- And while our mats were softer 
ogy is so good and our 


eoerietenee When you see a high 
ffort t t f - 

roeetreerioms definition model of 
the game as possible. een 2 LE peta : 

-P | this stuff 

Reto ond they a these guys it looks 
‘D , that’ I e 

Pee Aindiwhon the like a photograph, it’s 

' player can actually pull = 


off a Hurricanrana or Sa good.” 


execute a Moonsault, 
that’s a great payoff!" o Tim Huntsman, 
The research and : 

development for this Came Designer 

game involved some 

extensive research. "| got together = than an actual ring, 

with some guys and we literally you're not bumping for 

went over wrestling tapes from eight hours straight in a 

everywhere in the world," says real ring. These guys 

Archer. The team then recruited came in at nine in the 
veteran wrestler Dr. Tom Pritchard morning and we suited 

and the athletic young P.J. Walker — them up. First off, it’s a 


(Aldo Montoya) to actually exe- pain in the neck to wear that 
cute the moves at the famous motion capture rig. Then we had 
» Acclaim motion capture facility on them bumping all day long. We 
Long Island. A one-quarter sized had them falling off boxes to give 
wrestling ring was constructed and the move a bigger drop, and we 
the two wrestlers, clad in full had them going over hard wood 


i 


for the clothesline out of 
the ring. They both took 
their share of lumps, but 
it came out great." 
Much of the success 
is laid at Iguana Salt 
Lake’s collective feet. 
Archer was especially 
happy with the 
team’s ability 
f to improvise. 
"At one point," 
he recalls, "Doc 
(Pritchard) hurt 
his neck, SO we 
tried to stay 
away from a lot 
of the neck- 
related moves. 
But Iguana Salt 
Lake was able 
to create many of the moves 
based on reference material." 
The motion capture shoot 
took place in three stages. "A 
.. lot of times after a shoot you 
realize you forgot something so 
you have to go back and do a 
pick-up," says Archer. "But it was 
actually a lot of fun. The 
wrestlers were great and other 
than them getting beat up a lit- 
tle, they seemed to have fun. 
The Salt Lake guys were also 
great and so was the stunt 
coordinator — who came in to 


HERO MODE 


special Hero wrestler 
0! iw there’s a guy 


Vy 2 


. a (om [en saac 


possible 50 
points, you'll get 


make sure nobody got killed." 

Rather than capture the moves 
of individual wrestlers, then piece 
them together, most of the 


“We fought to Keep guys 
like Bret, Bulldog and 
Ahmed in the game.” 


— Mike Archer, 
Game Producer 


motion capture was done 
with both grapplers. "A 
punch or a kick is a one- 
man capture," explains 
Archer. "But any time they 
overlapped, it was a two- 
man capture — which 
made life miserable for Iguana, 
but it made the game that much 
better." 

"Capturing two men at a time is 
technically more difficult 
because you've got to decode it 
so that the program knows that 
this sensor belongs to that guy’s 
shoulder and that sensor belongs 
to the other guy’s leg," Huntsman 
explains. "So on that end it’s 
harder. There were also problems 
linking one kind of motion to 
another type of motion. For 
example, going from the middie 

of a walk animation to an 
attack — there’s a transition 
there, and it’s really hard to 
get everything lined up. We 
had to go through each 
move and make sure their 
vertices were aligned and 
everything was set to zero 
and was pointing at each 
other. Then you've got to 
tweak with ranges, how 
you're letting the collision 
happen between the two 
wrestlers." 

speaking of collisions, high 

impact figures prominently into 


game pro- 
gram. "The more 

dynamic a move, the higher the 
wrestler bounces off the mat, the 

| more damage it’s going to pro- 
duce. Of course, you've got to 
wear an opponent down and get 
him dazed before you can pull off 
a major move. We're also going 
for signature moves with each 
wrestler. Goldust, for example, is 

| the only wrestler with the Butt 
Drop. It isn’t a finisher, but it’s his 
move exclusively." 

Huntsman also believes in the 
importance of making all the 
wrestlers in the game equal, elimi- 
| nating the possibility of mismatch- 
| es. This is not accomplished by sim- 
ply giving every wrestler the same 
basic set of moves, but through 
some extensive technological fine- 
tuning. "Part of my biggest prob- 
| lem was making Wrestler One 
equal Wrestler Two, so the differ- 
ence was always zero," Huntsman 
| recalls. "Not just in terms of their 
' number of moves, but in the types 
of moves. Certain maneuvers lead 
| to pinning combinations, for exam- 
ple, but you don’t have to knock 
' the guy down and pin him the 
way you do in every other 
wrestling game. You can put your 
opponent into a Small Package or 
go for a Victory Roll. 

"The stronger guys will fend to 
be a little slower. The faster guys 
who aren’‘t necessarily doing as 
much damage can still get off 
one-and-a-half shots whereas the 
larger guys may get off only one. 
Every fighting game or wrestling 
game that’s ever come out has 
always had a couple of charac- 
ters where everybody knows, play 
this guy if you want to win, or stay 
away from that character. We're 
all very conscious of that situation 


we're 
making 
certain 
there are 
no weak 
characters. 
Anybody can 
take any 
wrestler and, 
based on the 
abilities of the 
person hold- 
ing the con- 
troller, 
defeat any 
other 
wrestler." 
The 
game, 
which has 
been in 
develop- 
ment for 
nearly two 
years, has 
seen a lot 
of 
changes 
occur in 
the World 
Wrestling 
Federation 
since start- 
up. "Shawn 
(Michaels) 
was a fan , 
favorite 
when 
we 
began 
the pro- 
ject," 
Archer 
recalls. 
"And his 
inter- 


views were very 


friendly." Of course, “Hunter Hearst 


things have changed 


a bit since then. "S 
yoeames Helmsiey gave me a 
update ? It was too 


late to update his “Power Bomb” on the 


a Grudge FMVs (full- 


motion video 
sequences). But we mats where we were 
felt they were 


# generic enough to doing the motion cap- 


work. So, Iguana pe 

spent their time d f d- 
updating the cos- ture, an all 0 a SU 
tumes. So Rocky’s 


now wearing his den ] had much greater 


black trunks. But ; 
a h is 

eos respect for what the 

even had to deal 


eee wrestlers go through.” 


altering his finishing 
ponagua. 1WO — Jonathan Dansie, Motion Editor 
years ago, Rocky 
Maivia used a 
rugged Shoulderbreaker to pol- 
ish off opponents, but has now 
changed over to the Rock 
Bottom, a head-and-arm slam 
"We had the foresight to shoot 
Rock Bottom, because he was 
using 


Shoulderbreaker and went to 
Rock Bottom. So ail the guys at 
Iguana had to do was clean it up 
a bit and now it looks just like 
Rocky’s move." 

Bigger problems were created 
when three of the game’s 


that wrestlers — Bret Hart, British 
Seo — Bulldog, and Anmed Johnson — 
— ris iy } ; 
Paul Boyle — is Gi _s«s@ft the World Wrestling 


Federation. "We fought to keep 


alon 
g guys like Bret, Bulldog and 


Wrestling Persona: 


Et Presidente - sla Ahmed in the game for several 
Finishing Move: injured reasons," Archer says. "if we had 
Passing the Buck his had the time, we might have 
uned: taken them out, because we do 
“There was a difficulty (the a want to look current. But you 
inability to run high poly stopped don't want to pull three wrestlers 
count scenes) the NG4 pre doing a i! me of 
. We want- 
sented that did not allow us to ne ed to have as many wrestlers as 
have the Reward sequences we could, Also, Bret Hart is still a 
that are in the PSX version. big name, so let WCW help mar- 
Other than that, the main part ket our game. The World 


of the game is Killer,” Wrestling Federation understands 
about deadlines and they were 


— cool with it. We can make our 

| changes — alter the color of a 

_ wrestler’s trunks — but to pull guys 
out at that late a date would 
have really hurt us." 

Adds Huntsman: "It takes a lot of 
time to create each wrestler 
model — each digital representa- 
tion is done by hand. Other 
wrestling games basically have 
one or two body styles, but each 
of our wrestlers has a very unique 
body style. When you see a high 
definition model of these guys it 
looks like a photograph, it’s so 
' good. So everything has to be 
complete and that takes a lot of 
time, and we didn’t have the time 
| to replace that 

many models." 
|  There’s also a 
~ human factor 
involved when a 
wrestler departs 
the franchise. "! 
never thought I'd 
be working on a 
World Wrestling 
_ Federation 
~ game without 
Bret Hart," Archer 
admits with some 
sadness. "He is a 
terrific guy, a 
true gentleman. 

It’s going to be 
tough doing the 
next one without 


EF him. He wouldn’‘t 


talk about it, but 
Bret was sup- 

| posed to come 
in on a Monday 
for some scan- 
ning, but they 
told us he could- 
n't make it. He 
was all apolo- 
getic, but he’s 
Bret Hart, right? 
Then | found out 
what happened. 


He had visited a kid in hospital 


years earlier and the kid was 
telling him how he was going to 
graduate from high school. And 
Bret promised him that, on that 
day, he would be there. And it 
turned out that that Monday was 
the day the kid was graduating." 
Among the game’s most revolu- 
tionary features are its Challenge 
scenario and the Custom Wrestler 
options. The Challenge feature 
allows the player to control a sin- 
gle wrestler and work their way up 
through the randomly-seeded 
rankings, while the amazing 
Custom option allows players to 
assemble their own grapplers out 
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The entire team is high on 


Sean Igo this project. "We have 
PSX Development, Sound worked really hard at mak- 
ing our wrestlers look spec- 
° Wrestling Persona: tacular. We have worked 
“Professor Evil” (A Snidely really hard at making our 
Whiplash sort of melodra motion run at a really high 
ma villain with the opera speed. A lot of praise really 
~ hat, cloak, green skin and belongs with the Iguana 
curly moustache) guys,” Archer insists. "| can sit 
Finishing Move: and draw up move lists from 
Tie Opponent to Railroad now to kingdom come, but 
Tracks,-nyaah-hah-hah!!! if you can’t get it into the 
game, you can’t get the 
“Adding [new features] to code that has been button combos and you 


can’t edit it correctly, what 
stable for months is like pulling out and sticking in [aap 


bits of a house of cards, because anything new "A lot of guys on the 
De LU RU mae iouana Salt Lake team are 
, really into wrestling, 
Huntsman notes, "so it’s 
been a lot of fun. It gives us that 
extra level of enthusiasm, the 
inspiration to try a little harder to 
get that cool move in there." 
Archer has been astound- 
ed by some of the game’s devel- 
opment as it nears conclusion. 
"It's an aggressive 
game. If was an aggres- 
sive concept. But when 
you see what Iguana is 
doing, it’s incredible. The 
last time | visited Salt 
Lake City, they were 
working on a Moonsault. 
This time out, they’ve 
got the Moonsault and 
a Shooting Star Press" — 
one of the most eye- 
popping moves in pro 
wrestling — “and a 
Senton Splash. I’m even 
toying with the idea of 
giving the Moonsault to 
Mankind — just because 
| think everybody would 
love to see him do a 
Moonsault." 
Archer acknowledges 
that Acclaim is no 
longer the only wrestling 


of a wide inventory of body and 
head types. "It’s really hard to set 
up the foundation for something 
like that," concedes Huntsman. 
"We generated so much artwork, 
you can do just about anything 
you can conceive of with that 
Custom feature." 


Vi 
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franchise on the block. 'This is the 10 


first year that we really have com- ——— > 
petition," he says frankly, "which is . —— gy 

healthy. If we didn’t have that : | Jonathan Dansie 
competition, we might’ve cut cor- Art Motion Editor 

ners. There’s some good stuff out : 

there, but ‘ll tell you what..." At this | Wrestling Persona: : 
point, one can almost hear the “The Paladin” 

pro wrestler in Mike Archer as he Finishing Move: 

proclaims: "...this game is going to The Wheels of Justice 

stomp the crap out of all of them!" 


Backstage Info, Plus 
More Secrets and Tips 
Direct from the Game 


on 


"lL actually dreaded going onto a wrestling project, 


especially after WrestleMania’s format. | really : 
Designers and ‘thought it was hokey. Now I have huge respect for the 
Py aytesters stuntmen who are the best in the World Wrestling . 


Federation. They put themselves through tremendous 
, punishment and keep going with injuries that would 
Mike Enaber “stop most athletes cold, all because of loyalty to their 
9 g fans. | really admire the coordination and talent that it 
takes to pull all these moves off.” 


Original Project Manager 


| @: What was your role In the 
development of this game? What 
were your day-to-day responsibili- 
| ties on the project? 


| was the original project man- 

ager on the project but now | am 

the Director of Product 

Development at the Iguana, SLC 

studio. Originally, | helped create 

the game design and worked with 

the team to develop a plan on 

the look of the game and what 

we wanted to accomplish. | creat- 

ed the original schedule for the 

game and worked with everyone @: How fough was the decision to 

on the team to help them com- go 3-D with this game? Were there 

olete their tasks on time. Currently _ times when you thought maybe 

| work closely with the Project you’d bitten off more than you 

Manager and the other directors could chew? What difficulties 

to monitor the game’s progress arose, and how were they sur- 
and review all aspects of the mounted? 

game, and make suggestions for i” : 

improvement. We are trying to set It wasn’t difficult to decide to go 4 

a very high standard for quality 3D at all. The last two WWF games 

throughout. we did were Wrestlemania and In 


10 
-.-. 9 “We had originally 
++ J planned on having a 
ladder match in the 
game, which we — 
ended up dropping.” ecm 


challenges In 
‘ ° terms of 
— Mike Engberg, Project Manager [paiepeesui 


Your House. We knew that the 2D The most noticeable difference 
game had run its course and we between the two games is the 
were really excited about moving iqck of grudge match FMVs (full- 
st * Jah atest motion videos) on the N64. They 


Extreme and were working on don’t add a lot to gameplay, but 


Fastbreak so we had a good for true WWF fans they are a real 
amount of 3D sports experience kick in the pants. The N64, 


and knew that we could do the 


because of its graphics hard- 
game. One of our 


ware, certainly has an edge in 


re biggest challenges was look over the Playstation, 
7 Nee Gee RE, BI creating as realistic although we are using virtu- 
a ~ wrestlers as possible, and at ally the same art on both 
hur the same time being able to platforms. We have 


\_ — aaa) Keep the frame rate up with added two different 
four of them on the screen at game modes to the N64 
once. We didn‘t want to sacri- which were possible 


fice gameplay and speed or because of the lack of 
look, which was a huge chal- load times using the 


lenge. cart(ridge). 

Originally, we 
knew we were going 
to have a ton of 
announcer speech 


Q: What would you say are the 
‘ main differences between the 
7 N64 and PSX versions of 


for the game and we worried 
about how much we would be 
able to fit onto the N64. However, 
we were able to develop some 
amazing compression code that is 
allowing us to put almost all of the 
announcer audio onto the N64 so 
that it will be very difficult to tell 
the difference between the two 
games. 


We really like the popular fighting 
~games here such as Tekken and 

_ SoulBlade and wanted to try and 
be a crossover game between 
current wrestling games and 
fighting games. We didn’t 

like the overly simplistic but- 

ton combinations of most 

of the popular wrestling 

games, and felt that we could 
add more depth to the game by 
making it easy to pick up but hard 
to master. We feel as though 
we've come pretty close to 
accomplishing that, with lots of lit- 
tle strategies that the experienced 
player will learn. 

At the same time, the game is 
definitely a wrestling game. It’s 
different from a fighting game in 
that the majority of moves that 
you perform are linked moves, 
where you grab the opponent 
and throw him or try and make 
him submit. You can do moves 
from so many different positions, 

behind him, at his feet or 

head when he’s on the 
ground, from the turn- 
buckle, off the apron, etc. 
There are just a lot more 
situations that you have to 
plan for than in a tradition- 
al fignting game. 


BEHIND THE SCENES 


The difficulty of taking 
motion capture and 
applying it effectively 
into the game. It was 
much more time-consum- 
ingandrequiredmuch 
more editing to give it 
the punch thatwe f 
wanted than|lhad f 
expected that it 
would be. 

However, | do 
feel as 

though 
we - 
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| 
ay. 


7 iby fe 
ended up with some of the best Sa - 
looking motion in a wrestling 

game to date. 


I’m really proud of y, 4 
the level that we 
took the look of 
the game fo. If 
you compare 
our wrestlers 
with any other 
wrestling games 
wrestlers Out 
there you will 
see what | am 
talking about. 
Most other 
games’ wrestlers 
look like cartoon 
characters with 
bodies made 

of marsh- 


4 
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P.J. Walker and 


Dr. Tom Pritchard, — 


_ jn full Motion 

_ Capture gear, 
record one of 
hundreds of 
wrestling moves 
for the game. 
First P.J. sets Dr. 
Tom up fora 
Backbreaker... 


.. then he hits 
game producer 
(and former pro 
wrestler) Mike 
Archer with a Leg 
Drop... 


.. but in the end, 
Mike and Dr. Tom 
get their revenge! 


mallows that were stuck 
together. We went 
to an enormous 
amount of work to 
make our wrestlers 
instantly recogniz- 
able to any W& 
fan. |am also 
extremely proud 
of our Custom 
Wrestler feature. 
You can make so 
many wrestlers 
with this feature 
and it just makes it 
so that the game 
allows for thou- 
sands of different 
very Cool 
wrestlers. 


We had originally 
planned on hav- 
ing a ladder 
match in the 
game, which we 
ended up drop- 
ping. Originally, 
the ladder would 
be stuck to the 
center of the ring 
and the first 
wrestler to climb 


the belt would 
win. You wouldn't 
be able to actual- 
ly move the laa- 
der around or use 
it as a weapon. 
We finally decided that 
this was really pretty 


to the top and get 


weak and decided that 
what we really wanted 
to do was drop this 
game mode and do it 
right in the next game 
so that it would be like a 
true WE ladder match. 
So our hope is that in 
the next game we will 
have a really cool lad- 
der match where the 
wrestlers can do alll sorts 
of things with the ladder. 


This is my second 
wrestling game and I’ve 
come to really appreci- 
ate the athleticism and 
entertainment value of 
the wrestling. I've met 
several of the wrestlers 
who are in the game, 
plus Vince McMahon 
and Jim Ross. | really 
respect their work ethic 
ind what they put 
themselves through for 
their sport. Once when | 
was out to record Vince 
and JR, we were captur- 
ing sound effects on a 
practice ring and the 
wrestling trainer taught 
me how to fall to my 
back on the ring mat, 
which | tried. Man! Talk 
about ringing your bell. | 
don’t know how those 
guys’ bodies stand up to 
the punishment they 
must take! 


_ The custom wrestler room was 
something | really wanted to 
see in this game from the start. 
It was a challenge to make it 

F work like | wanted because of 
the way we texture the 3D 
characters. There were a lot of 
pallette issues, load time issues, 
etc. that made it difficult. But 
I'm really happy with how it 
turned out and feel like it 
ended up being very close to 
what | originally envisioned. 
That's really a testament to the 
team, because they are the 


for directing the art, 
both 3D and 2D, from 


conceptu- 
al stage to 
finish. | 
was also 
responsi- 
ble for 
modeling, 
texturing 
and 
imple- 
menting 
the soft- 
point infor- 


BEHIND THE SCENES NT 


“| Dan Whittington 


Artist 


} “Through this game, | had a 
} chance to make people and the 
- wrestling environment look as 
~ real as possible. Creating realis- 
_ tic artwork is what I live for. 

%) The mix couldn't have been 


better for me if they had 


mation we A tried” 


used in 

Q: If you were a pro wrestler, creating 

what would your persona be the characters. Paul 

called? And what would your Boyle and Dan 

finishing move be? Whittington also 
worked with me in this 

After taking that one bump | area. 

know better than to ever try to 
| be a pro wrestler. 


ones who made it happen. 


Q: Was this an N64- 
friendly game or was it 
Q@: Any special tips for players a batile to get all those 
of the game? 3D animations working 
on the N64? 
Keep an eye on your name’s 
color changes! All that we have done ay 
— here has required a 

— Jane great deal of hard j he 
— . . work. However, | > 

| believe the result was , 
Bradley definitely N64-friendly in 
‘ the end. It all looks 
| great on the Né4. 


MOTION CAPTURE 


Once the 
moves have 
been captured, 
it's time to use 
simplified digi- 
tal wrestlers . 


Lead Artist 


Wrestling 


| y Persona: "Big: What was the hard- 
BR | Red est part for you? 
7 Finishing 
| Move: Right the hardest part is (with only mini- 
3 Kick to the probably the concep- mal texture- 
 & fe) °°!" Plexus tual stage. This is where mapping) to 


ee . the major decisions ~ 
Q: What was your role in the about how the game test them and 
work out the 


| development of War Zone? will look are made. It is 

| What are your day-to-day also the most enjoyable bugs. - 

| responsibilities on the project? part, because there is a as 
great deal of creativity : 


| was lead artist on the War involved on all of the 


Zone game. | was responsible artists’ part. 


As things began to come togetn 
er, with both 
gameplay 
and art, 
and we 
began to 
see a 
REAL 
GAME — | 
think we 
all felt a 
great 
deal of 
excite- 
ment 
Seeing it all fall into place 
was certainly the most 
rewarding part of the 
process, 


| don’t think that anyone who 

created this game could or 
would want to claim that 
something he/she did Is "all 
him". We looked at this as a 
team effort. All the models 
went through so many itera- 
tions through so many peo- 
ple (the same with the front 
end) that we alll see this as a 
group effort and are proud 
of it as such. 


| was not a wrestling fan 

before this project — but | 

certainly know a great deal 
about It now, and can appre- 
clate the skill Involved much 
more than | could before. 


Wrestling Persona: "The Dark 
Viper" 

Finishing Move: The deadly and 
feared Triple Ankle Gnaw 


As manager over audio, I'm 
responsible for all the sound issues 
(quality and content) that involve 
this development house. My daily 
tasks generally range from keep- 
ing the sound team focused and 
productive (easy, as they are self- 
motivated and professional ani- 
mals, er, people) to engineering 
audio for both platforms and 
converting War Zone’s data for 
the N64. 


For sound, it’s PSX‘s huge storage 
(the CD), CD quality audio, but 
limited RAM, versus the N64‘s 
speed for compression, lesser 
RAM issues, but limited ROM. For 
the PSX, there were two big chal- 
lenges: (1) Dealing with the mas- 
sive amounts of audio to be 
developed, processed, scripted, 
and programmed, and (2) 
Managing the PSX’s sound RAM 
to have the appropriate sounds 
either resident, buffered, or 
streaming off the CD. For the 
N64, it was the challenge of com- 
pressing unheard of amounts of 
commentary and sound effects 
onto our cart(ridge), allowing us 


| to reduce much of the repetitive- 
ness found on most cartridge- 
based sports titles. 


The really aggressive sound 
requirements of the game. | 

| believe | can say that of the forty 
| or so titles that I’ve developed 

| sound for, this is the most audio 
intensive game I’ve worked on! 


| Managing the fine balancing act 
_ between quantity and quality. 


There’s never enough time or 
opportunities for getting in the 
final-final-final recording session 
with the talent. We‘re planning 

' more ‘field trips’ to catch the 
wrestlers while they work — should 
be fun! 


I've been a part of several of the 
We series games, so to me, 
“WWE” often means Working 
Weekends until Finished — so it’s 
hard to separate my involvement. 
But actually, I’ve gotten to learn 
more about the characters and 
their stories — which makes the 
sport much more interesting. | 
think the true fans of wrestling will 
be in for a treat with War Zone. 


| think when Mankind taunts: "I'd 
love to put you out of your own 
misery ... but I’m having too much 
fun!" really says it all for me. 


None that are legal. 

But | do remember the 

team stripping the 

Project Manager 

naked and throw- 

ing him out into the 

parking lot with 

bells around his neck 

and a bullseye painted on his ... 
on wait ... that was during my 
previous project. 


Sound is tied into the play 
mechanics, so get the crowd 
onto your side. But | really hope 
there’s not any odd button 
combos that evoke weird 
sounds ... 


Wrestling Persona: "The 
Flaming Garbage Disposal" 
Finishing Move: Top Rope 
Overhead Hanging 

Reverse Weiner Lock (a bru- F 
tal submission hold) E 


I'm the lead sound From the audio perspective, 
designer/technician for this pro- the biggest difference is 
ject. It’s been my job to gather, obviously the amount of 
edit and prepare sounds to goin storage on the CD versus the 
cart(ridge), but there are 
also some other issues that 
Be. e snge go along with that. Any 
with Most md sound in the cart can be 
on any difficulty level, played instantly with no 
and you'll hear belch- delays, but when you deal 
es and burps instead of with sound on CD-based 
grunts during the wrestling matches! That'll teach game, you have to plan 
those guys to tank up on root beer before step- things out more carefully. If 
ping into the ring... you don’t plan it well, then 
—— —— - : things like seek times and 
sound memory restraints will 
the game. From there, I'd con- play havoc with you. 
vert the sound for the Sony 
and/or Q: How is War Zone different from 
hand it a standard fighting game? How 
Dave Christenson over to did the developmental mindset 


Artist Mark differ? 
Ganus to 
be con- Again, from the audio point of 
verted view, this is the biggest game 
for the we've ever done. With over 4,000 
— N64. sounds on the PSX and right 


around 1,000 on the N64, it’s 


Q: What taken a lot more time for us to do 
would them right. 
you say 


are the Q: What surprised you most dur- 
OU eT Ue! main dif- ing the making of this game? 


tom wrestlers, Each wrestler consists of 18 different ferences 
textures (head, chest, back, upper arm, lower arm between = Learning how much fun it is to 
ALG Leyiidabise come the N64 —s record and direct the wrestlers. It 


UTC RRL CARR Gnd PSX — was pretty nervous about it, and 
races, both male and female, with 3 different body tex- versions = didn't really know what to 

tures (muscular, hairy and normal) we ended up creat- of the expect. | found out that they 
Ce ke same? = really are professional, easy to 

5 unique heads for every race for a total of 50 differ- b — Weare cy aan 


platform 
ent faces. ! also created unique color palettes for each posed It was also really surprising to 
texture so that the player can even adjust the which learn how loud some of my co- 
lightness or darkness of the skin tone.” chal- workers Could yell when we 


lenges in recorded the catcalls and crowd 
terms of —= chants. 

game 

develop- @: What part of your work on this 
ment? project are you most proud of? 


That would probably be the 


wrestlers’ 

voice effects and grunts. 

This is the first game I’ve 

worked on where each wrestler 
had his own set of unique sounds, 
and | think it really adds a lot to 
the overall effect. 


Q: Were there aspects 

of the game that ae ame 

didn’t quite Se eee 
- ‘ H 


ut 


Cl] 
work out, or that Ne eee 
couldn’t be finished in time? Ifso, 2 
are they planned for a future 


Acclaim wrestling game? 


w 
¢ 
Oe, 


None come to mind, actually. | 
mean, there are things that we'll 
do better for the next title. But 
basically, everything we wanted 
to get in the game, we did. 


Q: Were you a wrestling fan at all 
before this project? If not, have 
you become one? 

If so, has it changed your percep- 
tion? 


Before, | sort of watched it when | 
happened to see it on TV. Now | 
actually make an effort to keep 
current with what certain 
wrestlers are doing. 


Q: Name one specific aspect of 
the game that is "all you". 


The "You’re the faarooqin’ man!!" 
catcall from the audience. 


Q: Any funny stories during the 
development of this game? 


Nope. Like all other video game 
development teams, we pride 
ourselves in our somberness and 
_ sobriety, and try not to have any 
fun at all. 
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116 ‘ear Except for maybe the time we plugged in the 
a / belching and farting noises in place of the grunts, 


Scott Pugh @: Any special tips for players of the game? 
N64 Development ; 
Do your homework first, and for heaven’s sake, 
Wrestling Persona: change your shirt. 
“The Mallard” (The outfit : 
would be full body tights, 
shiny black and green, so 
that its color would resem- 
ble a mallard duck) 
Finishing Move: 
§ . 
4s — {ry The Flying Splash 


| "The soap opera part of wrestling is interesting, but 
it's the awesome athletic moves that get my 
attention.” 


‘ 


Lee Phung — Artist 


Wrestling Persona: 
“Kubla” | 
Finishing Move: DDT 


“Thad to work closely with 
the artists and programers to 
make sure my textures fit cor- 
rectly with their 3d models.” 
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Whether you want to be a fan favorite who plays by the 
rules. or a rulebreaker who'll do whatever it takes to win. 


you need the Nag War Zone Official Strategy Guide! 
Featuring: 


© Over 120 piledriving pages of full-color, in-your-face NN War 
Zone stats and info! 


® Bone-crushing superstar-by-superstar guide to hundreds of 
moves, holds, and associated button combos — for both Nintendo64 
and PlayStation platforms! 


© Special quide to accessing the two “hidden” superstars and all 
superstars’ top-secret finishing moves! 


© Eye-popping visual demonstrations and descriptions for more 
than 185 specific moves and counter- -moves! 


© Exclusive strategy tips, hints and secrets direct from the game's 
designers and testers at Iguana and Acclaim! 
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